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Preface 


Imagine a classroom where laughter erupts from the joy of learning. Picture 
students locked in the thrilling pursuit of knowledge, not through rote 
memorisation but through engaging challenges and dynamic exploration. This is 
the vision that "English in Action: Gamified Lesson Plans for English Teachers" 
(EIA: GLP4ET) bring to life. Gone are the days of dusty textbooks and monotonous 
drills. This handbook rewrites the script, transforming the English classroom into 
a vibrant playground, where learning leaps from the confines of desks and 
textbooks. Here, you will find a treasure trove of gamified lesson plans 
meticulously crafted to ignite students' enthusiasm and propel them on a dynamic 
journey through the English language. Forget sterile and predictable worksheets. 
This book is brimming with innovative games and collaborative activities that tap 
into diverse learning styles and cater to various proficiency levels. Whether your 
students scale the Everest of grammar, navigate the treacherous jungles of 
vocabulary, or crack the code of creative writing, these engaging activities will 


leave them invigorated and yearning for more. 


English in Action is a manual for teachers who dare to see the classroom as a 
canvas, where games are the vibrant paints and students are the budding artists, 
crafting masterpieces of linguistic expression. Therefore, open this book with the 
spirit of a playful adventurer, ready to embark on a transformative journey. 
Throughout this odyssey, each level offers multiple game plans, ensuring 
accessibility and catering to the diverse learning styles. Whether your students 
crave the thrill of head-to-head competition or revel in collaborative endeavours, 
this manual provides the perfect playground for their linguistic talents to blossom. 
This is more than just a handbook; it is an invitation to play, learn, and transform 
the way we understand and experience the English language. Are you ready to 
participate in the game? 


With playful anticipation, 
Dr. 8. Vijayakumar 
Editor, EIA: GLP4ET 
Associate Professor 
Department of English 
BSACIST 


Author’s Note 
Dear English Language Teachers, 


I am thrilled to present this resource to you, designed to inject excitement and 


engagement into your English language classrooms. 


The book is structured around 10 levels inspired by the progression found in 
contemporary games: Novice, Basic, Intermediate, Advanced, Elite, Heroic, Epic, 
Prestige, Wizard, and Champion. Within each level, you will find three 
meticulously crafted game plans. These plans are designed to immerse your 
students in interactive and gamified learning experiences. Each level offers a 
unique set of challenges and linguistic skills, creating a sense of progression in 
language acquisition. As an English language teacher, you shall begin by 
exploring the levels in sequence or choose based on your students' proficiency. 


In crafting the game plans within "English in Action: Gamified Lesson Plans for 
English Teachers," I prioritized a comprehensive approach to facilitate an 
enriching learning experience. The aim of each game is defined, offering clear 
and focused objectives to guide the lesson with purpose. The procedures outlined 
provide step-by-step instructions for a seamless and organized implementation, 
ensuring that both you and your students navigate the linguistic challenges 
effortlessly. The inclusion of checklists detailing the materials needed simplifies 
the preparation process, making it straightforward and time-efficient. To maintain 
a structured and fair environment, I've established rules that serve as guidelines 
for the games. Scoring mechanisms have been thoughtfully devised to create a 
competitive and motivating atmosphere, while rubrics offer evaluation criteria for 
both individual and group performance. Specific benchmarks for assessing 
language proficiency and participation are provided as evaluation criteria, 
offering a standardized measure of progress. Additionally, throughout the book, 
you'll find valuable insights and suggestions—additional tips—crafted to enhance 
the effectiveness of each game, ensuring a well-rounded and engaging language 


learning experience for your students. 


I hope "EIA: GLP4ET" transforms your English language classroom into an 
engaging and dynamic space where learning is not just a task but an adventure. 
May your students embark on a linguistic journey that sparks curiosity and a 


passion for English! 


Happy teaching! 


T. Sugadev 

Author, EIA: GLP4ET 
Assistant Professor 
Department of English 
BSACIST 
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Aim: Introduce basic vocabulary. 


How to Conduct: 


Create bingo cards with images or simple words. Call out definitions or show 
flashcards, and students mark the corresponding word on their cards. 


Materials Needed: 


Y Bingo cards 
o You can create your own, print templates online, or purchase pre- 
made cards. Each card should have a 5x5 grid with words instead 
of numbers. 
Y Word list 
o Choose a theme for your game (e.g., animals, verbs, colors) and 
create a list of 25-50 words. 
v¥ Markers 
o Provide players with markers to cover their words (e.g., bingo 
chips, buttons, small pieces of paper). 
Y Calling container 
o Place the words from your list into a bowl, hat or bag for random 
selection. 


Sample Bingo Card: 


B | N G O 
Tree Lake | Book | Sky Sun 
Dog Cat Ball | Rain | Moon 
Fish Bird | Hat | Fire Star 

House Car | Ship | Snow | Flower 
Rainbow | Moon | Bear Sun | Ocean 


Explain the Rules: 


1. The goal is to mark off five words in a row (horizontally, vertically, or 
diagonally) to win. 

2. The caller will randomly select words from the bowl or bag and read 
them aloud. 
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3. Players listen for the words and cover them on their cards if they have 
them. 
4. The first player to mark off five words in a row shouts "Bingo!" 


Play the Game: 


Y The caller draws a word and reads it clearly. 
Y Players check their cards and cover any matching words. 
Y Repeat until someone calls "Bingo!" 


Check for Bingo: 


Y Verify that the winning player's five words form a complete row. 
v lf valid, announce the winner! 


Optional Variations: 


> Blackout Bingo: Play until someone covers all the words on their card. 

> Picture Bingo: Use pictures instead of words for younger players. 

> Themed Bingo: Choose words related to a specific topic for added 
interest. 


Additional Tips: 


e Use clear and distinct pronunciation when calling words. 

e Repeat words as needed, especially for younger players. 

e Encourage players to help each other locate words on their cards. 
e Offer small prizes or rewards for winners to add excitement. 

e Adapt the game to different age groups and skill levels. 


Scan QR Code to get free templates to create Bingo Cards: 


“Children learn as they play. Most importantly, in play children learn how to learn.” 


- O. Fred Donaldson 
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Aim: Teach basic verbs and commands. 
How to Conduct: 


Play a traditional game of "Simon Says" but with English vocabulary commands 
like "Stand up," "Sit down," etc. Students follow instructions only if preceded 
by "Simon says." 


Example: "Simon says touch your nose" or "Simon says clap your hands." 
Instructions: 
1. Gather Participants: 


Invite players to join the game. The more, the merrier, but ensure that 
everyone can hear and see the leader. 


2. Explain the Rules: 


Briefly explain the basic rules of Simon Says, where participants must follow 
commands only when preceded by the phrase "Simon says." 


3. Introduce Commands: 


Let participants know that in this version, there will be specific commands 
that they need to follow. Provide examples of commands to avoid 
confusion. Commands can be both physical actions and verbal responses. 


Examples of Commands: 
Physical Actions: 


e Jump up and down. 

e Spin around. 

e Clap your hands three times. 
e Touch your toes. 

e Stand on one leg. 


Verbal Responses: 


e Say "Simon says hello" aloud. 
e Shout "Simon says I'm having fun!" 
e Whisper "Simon says it's a great day." 
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4. Start the Game: 


Y Begin the game by giving commands, incorporating both regular 
Simon Says commands and the new, specific commands. 

v Remember to use the phrase "Simon says" only for the regular 
commands. 


5. Mix It Up: 


Y Keep the game interesting by alternating between traditional Simon 
Says commands and the new commands. This adds an element of 
surprise and challenges participants to stay attentive. 


6. Elimination: 


Y Ifa participant fails to follow a command correctly, whether by not 
following a regular Simon Says command or by following a specific 
command without the phrase "Simon says," they are eliminated from 
the game. 


7. Continue Playing: 


Y Continue giving commands until only one participant remains. This 
player is the winner of the game. 


8. Have Fun: 


Y Encourage participants to have fun, laugh, and enjoy the creative 
commands. 

Y Consider varying the pace and difficulty of the commands to keep the 
game engaging. 


Additional Tips: 


v Remember to adapt the difficulty of commands based on the age 
group and preferences of the participants. 

Y The goal is to create an entertaining and enjoyable experience for 
everyone involved. 


“Games are the most elevated form of investigation.” 


- Albert Einstein 
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Aim: Develop basic memory skills and vocabulary. 


How to Conduct: 


Create pairs of cards with images or words. Students take turns flipping cards 
to find matching pairs. 


Materials Needed: 


¥ Memory Cards: 
o Create a set of matching cards with vocabulary words and their 
corresponding definitions, images, or synonyms. 
o You can use index cards, cutouts, or digital cards. 


Sample: 

Card 1: Word - "Eloquent" 

Card 2: Definition - "Fluent or persuasive in speaking or writing." 
Card 3: Word - "Meticulous" 


Card 4: Definition - "Showing great attention to detail; very careful and 
precise." 


Y Instructions Sheet: 
o Prepare a sheet with clear instructions for the players. 
o The goal is to match pairs of cards with identical words and 
definitions. Follow these steps to play: 
= Setup: 
e Place all the cards face down on a flat surface, creating a 
grid. 
= Introduction: 
e Gather all the players and explain the rules. 
=" Turns: 
e Players take turns flipping over two cards. 
e Example: Player 1 flips over Card 1 and Card 3. 
= Matching: 
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e |fthe cards match, the player keeps the pair and takes 
another turn. If not, the cards are turned face down again, 
and it's the next player's turn. 

e Example: Cards 1 and 3 don't match, so they are turned face 
down again. 

=» Winning: 

e The game continues until all pairs are matched. The player 
with the most matches at the end wins. 

e Example: Player 1 successfully matches Card 2 with its 
corresponding definition. They keep the pair. 

Y Additional Tips: 

o Encourage players to remember the locations of cards to increase 
their chances of making successful matches. 

o Adjust the difficulty by adding more pairs or using more complex 
vocabulary. 

o Customize the game based on the age and language proficiency of 
the players. 

o Include visuals or images on the cards to enhance engagement. 

o Have a practice round to ensure everyone understands the rules 
before starting the official game. 


Scan the QR Code given below to play Vocabulary Memory Match: 


Of O. 


sasergiet coats, Seseecss” cede 
Zens te © SefereStbe “s8%e°"* 


ate abe +: SOE es 
3.3 ee 3 sees, estes, - a :, es S 


“Play is our brain's favourite way of learning.” 


- Diane Ackerman 
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Aim: Expand vocabulary and encourage quick thinking. 


Game Plan 2.1: 
Scattergories 


How to Conduct: 


Provide categories (e.g., animals, fruits, food items) and a letter. Students must 
list words that start with that letter to fit the category within the given time. 


Example: Category: Animals, Letter: B (words like "bear," "bat," etc.) 
Materials Needed: 


Y Game Sheets: 
o Prepare a game sheet for each player or team. Divide each sheet 
into several columns and rows. 
Y Timer: 
o Atimer to limit each round (e.g., 3 minutes). 
Y Dice: 
o A 20-sided die (or two 10-sided dice) with letters from A to T 
(excluding Q and U). 
Y Pens or Pencils: 
o For players to write down their answers. 
Y Category Cards: 
o Prepare a set of category cards, each containing a list of categories 
(e.g., "Fruits," "Countries," "Colors"). 


Instructions: 
1. Setup: 
a. Divide players into teams or individuals. 


b. Provide each player or team with a game sheet, pen/pencil, anda 
category card. 


c. Place the timer, dice, and additional category cards within easy reach. 
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2. How to Play: 
a. Roll the dice to determine the letter for the round. 
b. Start the timer for the designated time (e.g., 3 minutes). 


c. Players must fill in each category on their sheet with words that start 
with the chosen letter. 


d. Encourage creativity and variety in answers. 


e. Players score points for unique answers. Duplicate answers cancel 
each other out. 


3. Example Round: 
Category Card: "Things you find in the kitchen" 
Letter: D 
Example Answers: 


e Dishwasher 

e Cutting board 
e Dish soap 

e Drying rack 

e Dutch oven 


4. Scoring: 
a. After the timer ends, players stop writing. 
b. Go through each category, allowing players to share their answers. 
c. Assign one point for each unique and valid answer. 
d. Tally up the scores. 


e. The player or team with the highest score at the end of the designated 
rounds wins. 


5. Additional Rounds: 
a. Play multiple rounds with different letters and categories. 


b. Rotate the dice roller or let players take turns choosing letters. 
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Additional Tips: 


e Encourage Creativity: Award bonus points for exceptionally creative or 
unique answers. 

e Stay Consistent: Be consistent with rules and scoring to ensure a fair 
game. 

e Time Management: Adjust the timer based on the difficulty level or age 
group of the players. 

e Friendly Competition: Emphasize the fun and friendly nature of the game 
to keep everyone engaged. 


Sample Category Cards: 


Category Category 


Things you may Things you may do 
find in the ona rainy day 


bedroom 
Letter 


Pp 


Letter 


S 


Category Category 


Things you may Types of 
find in your transportation 


classroom 
Letter 


M 


Letter 


B 


“Tell me and | forget, teach me and | may remember, involve me and | learn.” 


- Benjamin Franklin 
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Game Plan 2.2: 


Sentence Building Jenga 


Aim: Enhance sentence structure and grammar. 
How to Conduct: 


Write sentence parts (subject, verb, object) on Jenga blocks. As students pull 
blocks, they contribute to building a grammatically correct sentence. 


Example: Blocks with words like "The," "dog," "runs," "fast." 
Materials Needed: 


Y Jenga blocks 

v¥ Marker or pen 

Y Index cards or small pieces of paper 

Y Timer (optional) 

Y Writing surface (whiteboard or flip chart) 


Instructions: 
1. Preparation: 
a. Create Index Cards: 


Write various words on index cards or small pieces of paper. These words 
should be suitable for building sentences. 


Example Index Cards: 


Y Noun: "dog" 

Y Verb: "jump" 

Y¥ Adjective: "happy" 
Y Preposition: "under" 
Y Conjunction: "and" 
Y Pronoun: "she" 


b. Label Jenga Blocks: 


On each Jenga block, write instructions related to sentence construction 
or word usage. 


Example Jenga Block Labels: 
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¥ "Use a preposition in your sentence." 
Y "Incorporate an adjective into your sentence." 
¥Y "Add a pronoun to your sentence." 


2. Set Up: 
a. Place Blocks: 

Assemble the Jenga tower according to the game's usual rules. 
b. Shuffle Index Cards: 


Mix up the prepared index cards and place them face-down near the 
Jenga tower. 


3. Game Rules: 
a. Players: 

This game can be played individually or in small teams. 
b. Taking Turns: 


Players take turns pulling out a Jenga block and following the instruction 
written on the block. 


c. Sentence Building: 


After pulling a block, the player must construct a sentence using the 
word or instruction on the block and one or more words from the index 
cards. 


Example Turn: 


Y Jenga Block: "Use a preposition in your sentence." 
Y Index Cards: "dog," "happy," "under" 


Constructed Sentence: "The happy dog is under the table." 
d. Checking Sentences: 


Encourage players to read their sentences aloud. The group can discuss 
the grammatical correctness and creativity of each sentence. 
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e. Reshuffling Blocks: 


After each turn, place the pulled Jenga block at the top of the tower, 
creating a dynamic and challenging structure. 


4. Winning: 


The game continues until the Jenga tower collapses. The player or team 
with the most successful and creative sentences when the tower falls is 
the winner. 


Additional Tips: 


Y Adapt Difficulty: 

o Adjust the complexity of the game by adding more challenging 
instructions to the Jenga blocks or using more advanced 
vocabulary on the index cards. 

Y Time Limit (Optional): 

o Introduce a timer for each turn to add a sense of urgency and keep 

the game moving. 
Y Discussion and Feedback: 

o Encourage players to discuss their sentences, providing 

constructive feedback and learning from each other. 
Y Variations: 

o Experiment with variations such as themed rounds (e.g., using 
specific vocabulary related to a topic) or allowing players to draw 
additional index cards for more word choices. 

¥Y \|ncorporate Grammar Rules: 

o Include Jenga block instructions that focus on specific grammar 

rules, such as using certain tenses or sentence structures. 


“Children must be taught how to think, not what to think.” 


- Margaret Mead 
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Game Plan 2.3: 


Pictionary 


Aim: Reinforce vocabulary through drawing. 
How to Conduct: 


Students draw a word or phrase related to a given topic, and their classmates 
guess the word. This activity encourages creativity and verbal expression. 


Example: Drawings for words like "sun," "school," or "happy." 


Materials Needed: 


Y Whiteboard or large paper pad 

Y Markers or whiteboard markers 

Y Timer 

vY Index cards or small pieces of paper 

Y Bowl or container for holding the cards 


Preparation: 


v¥ Use common words related to various categories (movies, animals, 
places, etc.). 

Y Mix easy and challenging words for variety. 

v¥ Write each word on a separate index card or piece of paper. You can 
include nouns, verbs, or phrases depending on your preference. 


Set Up Teams: 


Y Divide players into two or more teams. 
Y Each team should have an equal number of players. 


Explain the Rules: 


Y Aplayer from each team takes turns drawing a word without speaking or 
writing any letters. 

vY The team members try to guess the word within a specified time limit 
(usually 60 seconds). 


Start the Game: 


Y Choose a team to go first. 
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Y The first player selects a word from the bowl and starts drawing on the 
whiteboard or paper. 


Timekeeping & Scoring: 


Y Use a timer to limit each turn (e.g., 60 seconds). 

Vv lf the word is not guessed within the time limit, the turn passes to the 
next team. 

v Ifthe team correctly guesses the word within the time limit, they earn a 
point. 

Y Keep track of points on a scoreboard. 

Y The team with the most points at the end of the game wins. 


Rotate Turns: 


v¥ After each round, rotate to the next team. 
Y Continue until all words are used or set a specific number of rounds. 


Additional Tips: 


Y Variety of Words: Include words from different categories to keep the 
game interesting and challenging. 

Y Non-Verbal Hints: Players can't speak, but they can use gestures or act 
out parts of the word without drawing letters. 

Y Time Management: Stick to the time limits to maintain the pace of the 
game. 

vY Fun Penalties: Consider adding a fun penalty for teams that break the 
no-talking rule, like deducting a point. 

Y Encourage Creativity: Pictionary is not just about drawing. Encourage 
creative interpretations to add humour to the game. 


Scan QR Code to get level-wise Pictionary words: 


©) rit (a) 


+ 6 e ¢@ ee 08 6 
ecece cece © © Ce e 


“Children learn more from what you are than what you teach.” 


- W.E.B. Du Bois 
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Aim: Develop vocabulary and practice descriptive language. 


How to Conduct: 


Students describe a word by providing clues without using specific "taboo" 
words, challenging their ability to convey meaning effectively. Classmates guess 
the word. 


Example: Target Word: Beach / Taboo words: Sand, Waves, Sun 
Materials Needed: 


Y Timer 

Y Cards or paper 

Y Pens or markers 

¥ Small buzzer or bell (optional) 


Prepare the Cards: 


v¥ Write down a variety of words on cards or pieces of paper. 
Y For each word, also write down a list of taboo words related to it. 
Y You can also decide on the topic and then choose the target word as 


given below: 

Topic Target Word | Taboo Words 

Around the Television Remote Couch Entertainment 

House Refrigerator Food Cold Ice 

Famous Eiffel Tower Paris France Tall 

Landmarks Statue of Liberty New York Torch Liberty 

Animals Elephant Trunk Safari Gray 
Giraffe Long neck Africa Safari 
Penguin Ice Waddle Antarctica 

Sports Soccer Ball Goal Kick 
Basketball Hoop Dribble NBA 

Movie Harry Potter Wizard Hogwarts Scar 

Characters Elsa (Frozen) Ice Let it go Snowman 
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Explain the Rules: 


Y Divide players into two or more teams. 

Y Each team should have an equal number of players. 

vY Each team takes turns. One player from the team becomes the "clue- 
giver," and the other team members are the "guessers." 

Y The goal is to get your team to guess a target word without using the 
specific taboo words listed on the card. 

Y Aplayer from each team takes turns trying to get their teammates to 
guess the word on the card without saying the word or any of the taboo 
words. 

v Players must communicate creatively to convey the target word. 


Start the Game: 


Y Choose a team to go first. 

Y The first player picks a card and has a limited time (e.g., 60 seconds) to 
get their teammates to guess the word. 

Y Use a timer to limit each turn. 

v If the word is guessed correctly within the time limit, the team earns a 
point. 


Taboo Word Penalty: 


Y If aplayer says a taboo word, use a buzzer or bell to signal a penalty. 
Y Deduct a point or skip to the next word without awarding a point. 


Additional Tips: 


Y Strict Adherence to Taboo Words: Enforce the rule of not saying the 
target word or any taboo words strictly. Penalize accidental slips. 

Y Encourage Creativity: Players should find creative ways to describe the 
word without using the obvious terms. 

Y Team Collaboration: Encourage team members to work together and 
strategize on effective communication. 

Y Time Management: Keep the game moving by sticking to the time limits. 

Y Include Challenging Words: Mix easy and challenging words to keep the 
game engaging for all skill levels. 


? 


“You can discover more about a person in an hour of play than in a year of conversation.’ 


- Plato. 
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Game Plan 3.2: 


Grammar Race 


Aim: Reinforce grammar concepts (e.g., verb tenses). 
How to Conduct: 


Create a race where teams complete sentences with the correct verb tense, 
promoting quick thinking and application of grammar rules. 


Materials Needed: 


Y Grammar Cards: 
o Create a set of cards with sentences or phrases that contain 
grammatical errors. You can use index cards, cutouts, or digital cards. 
v Example: 
o Card 1: "He don't like pizza." 
o Card 2: "She go to the store yesterday." 
Y Instructions Sheet: 
o Prepare a sheet with clear instructions for the players. 
v Example: 

o "Welcome to the Grammar Race! The objective is to identify and 
correct grammar errors in a set of sentences. The first player or team 
to correct all their sentences wins. Follow these steps to play:" 

1. Setup: 

Y Distribute the grammar cards to all players or teams. 

vY Players or teams take turns reading a sentence from their card. 

o Example: Player 1 reads Card 1 aloud: "He don't like pizza." 

Y Correction: 

o The player or team must identify and correct the grammar 
error in the sentence. They can write the corrected version on a 
whiteboard, paper, or verbally announce the correction. 
o Example: Player 1 corrects the sentence: "He doesn't like 
pizza." 
2. Verification: 

Y Verify the correction. If it's correct, the player or team keeps the card. 
If not, other players have a chance to steal the card by providing the 
correct correction. 

o Example: The correction is correct, so Player 1 keeps Card 1. 

vY The game continues until a player or team successfully corrects all 

their sentences. The first one to do so is the winner. 
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Additional Tips: 


Y Customize the difficulty level of the sentences based on the players' 
proficiency in grammar. 

Y Consider incorporating a timer to add a sense of urgency and 
excitement. 

Y Encourage players to explain the grammar rules behind their corrections 
for added learning. 


Grammar Race Cards: 


Y Grammar Race cards can be prepared to check errors of other 
grammatical components like tenses, prepositions, pronouns, etc. 


Subject-Verb Agreement 

Card 1: "The team are playing well together." 

Card 2: "My collection of stamps is growing." 
Tenses 

Card 1: "lam going to the party last night." 

Card 2: "She will meet you at the cafe tomorrow." 
Adjectives 

Card 1: "The cat is more fatter than the dog." 

Card 2: "It was a good interesting movie." 
Prepositions 

Card 1: "lam good in playing the guitar." 

Card 2: "She is fond to swimming in the ocean." 
Pronoun Usage 

Card 1: "Me and him went to the museum." 


Card 2: "Her and | will be attending the meeting." 


“The whole purpose of education is to turn mirrors into windows.” 


- Sydney J. Harris 
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Game Plan 3.3: 


Role-Playing Scenarios 


Aim: Develop conversational skills and situational vocabulary. 
How to Conduct: 


Assign roles and scenarios to students, encouraging them to engage in 
conversations using specific vocabulary and expressions related to the given 
situations. 


Scenario: At a restaurant ordering food or negotiating prices in a market. 
Instructions: 


Y Preparation: 
o Provide students with the role-playing scenarios and assign roles. 
o Encourage them to think about specific vocabulary chunks and 
expressions relevant to their roles. 
v Engagement: 
o Have students act out the scenarios in pairs or small groups. 
o Emphasize the use of appropriate vocabulary chunks and expressions 
related to the given situations. 
VY Feedback: 
o After each role play, allow students to provide feedback to each other. 
o Discuss effective communication strategies and language use. 
Y Rotation: 
o Rotate roles so that each student gets a chance to play different parts 
in various scenarios. 


Role-Play 1: At a Restaurant 
Scenario: Two friends meeting at a restaurant for lunch. 
Roles: 


Y Customer - Ask about the specials and order a main course. 
Y Waiter/Waitress - Take orders, recommend dishes, and handle customer 
inquiries. 


Vocabulary Chunks: 
Customer: 


Y Ordering food: "I'd like to start with..." 
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Y Asking about recommendations: "What do you suggest?" 
v Expressing preferences: "| prefer my steak well-done, please." 


Waiter/Waitress: 


Y Offering recommendations: "Our chef's special today is..." 
Y Confirming orders: "So, you'd like the pasta with..." 
Y Checking satisfaction: "Is everything okay with your meal?" 


Role-Play 2: Job Interview 
Scenario: A job interview for a position in a company. 
Roles: 


Vv Interviewer - Ask questions about the candidate's qualifications and 
experience. 

Y Job Applicant - Respond to questions, highlight strengths, and ask about 
the company. 


Vocabulary Chunks: 
Interviewer: 


Y Asking about qualifications: "Can you tell me about your experience in..." 
Y Inquiring about skills: "How do you handle tight deadlines?" 
Y Discussing future plans: "Where do you see yourself in five years?" 


Job Applicant: 


Y Describing strengths: "One of my strengths is..." 

VY Talking about past achievements: "In my previous role, | successfully..." 

Y Asking questions about the company: "What opportunities for growth 
are available here?" 


Role-Play 3: Hote! Check-In 
Scenario: A guest checking in at a hotel. 
Roles: 


Y Hotel Receptionist — welcome the guest and ask for reservation details 
Y Guest — Ask about amenities and additional services 


Vocabulary Chunks: 
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Receptionist: 


Y Greeting the guest: "Welcome to our hotel! How may | assist you today?" 

VY Asking for information: "Could you please provide your reservation 
details?" 

Y Offering assistance: "If you need anything during your stay, feel free to 
ask." 


Guest: 


Y Providing reservation details: "| have a reservation under the name..." 

Y Asking about amenities: "Does the hotel have a gym or a pool?" 

Y Requesting special services: "Could | have a wake-up call at 7 AM, 
please?" 


Role-Play 4: Doctor's Appointment 
Scenario: A patient visiting a doctor for a check-up. 
Roles: 


Y Doctor — Enquire the symptoms and explain the diagnosis process. 
v Patient — Discuss the medication preferences and questions on diagnosis 
method. 


Vocabulary Chunks: 
Doctor: 


Y Asking about symptoms: "Can you describe the symptoms you're 
experiencing?" 

Y Explaining diagnosis: "Based on the examination, it seems you have..." 

Y Prescribing medication: "I'll prescribe a course of antibiotics for you." 


Patient: 


Y Describing symptoms: "I've been experiencing a sharp pain in..." 

Y Asking questions about the diagnosis: "What could be the cause of these 
symptoms?" 

Y Discussing medication preferences: "Are there any side effects to the 
prescribed medication?" 


Role-Play 5: Travel Agency 


Scenario: A customer planning a vacation at a travel agency. 
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Roles: 


Y Travel Agent - Suggest destinations, provide information on flights and 
accommodations. 

Y Customer - Inquire about beach destinations, available activities and ask 
about budget options. 


Vocabulary Chunks: 
Travel Agent: 


Y Offering destination options: "We have great packages for destinations 
like..." 

Y Discussing travel itineraries: "Our suggested itinerary includes visits to..." 

Y Explaining costs and inclusions: "The package covers accommodation, 
meals, and transportation." 


Customer: 


Y Stating preferences: "I'm interested in a destination with..." 

Y Asking about activities: "What activities are popular in the suggested 
destinations?" 

Y Inquiring about budget options: "Do you have any budget-friendly 
packages available?" 


Tips for Role-Playing Activities: 


vY Encourage students to use the vocabulary chunks naturally in their 
conversations. 

Y Set specific language objectives for each role play to guide students in 
using targeted vocabulary. 

Y Provide feedback and corrections after the role-playing sessions to 
reinforce learning. 

Y Encourage creativity in responses to enhance language exploration. 

Y Provide a debriefing session to discuss challenges and successes in using 
the language during the role plays. 

Y Rotate roles and scenarios to ensure variety and a well-rounded practice. 


“Every artist was first an amateur.” 


-Ralph Waldo Emerson 
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Game Plan 4.1: 
> | Debate Club 


— — —— ———— 


Aim: Improve critical thinking and argumentation skills. 
How to Conduct: 


Assign topics for debates, providing vocabulary and phrases for persuasion and 
disagreement. 


Example: Debate topics like "Should homework be abolished?" or "Advantages 
and disadvantages of technology." 


Formation of Teams: 


Y Divide participants into teams, ensuring a mix of experience levels and 
perspectives. 

Y Assign specific roles to each team member (e.g., debater, researcher, 
timekeeper). 


Selecting Topics: 


Y Choose relevant and thought-provoking debate topics that allow for a 
diversity of opinions. 
vY Ensure that topics are age-appropriate and suitable for the participants. 


Research: 


Y Allocate time for teams to research their assigned topics thoroughly. 
vY Encourage teams to gather evidence, statistics, and examples to support 
their arguments. 


Preparation: 


Y Provide time for teams to prepare their opening statements, 
counterarguments, and closing statements. 
Y Emphasize the importance of organized and persuasive communication. 
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Format: 


Y Decide on the debate format (e.g., traditional, parliamentary, or Lincoln- 
Douglas). 
VY Set time limits for each phase of the debate. 


Opening Statements: 


v Each team presents an opening statement outlining their stance on the 
topic. 


Cross-Examination: 


Y Allow teams to question and cross-examine each other to strengthen 
their arguments. 


Rebuttal: 


vY Teams present rebuttals, countering the arguments made by the 
opposing side. 


Closing Statements: 


Y Teams conclude with closing statements, summarizing their main points 
and reinforcing their position. 


Audience Participation: 
Y Allow the audience to ask questions or vote on the winning team. 
Feedback: 


Y Provide constructive feedback to each team, highlighting strengths and 
areas for improvement. 


Rotate Roles: 


Y Rotate team roles in subsequent debates to ensure everyone gets a 
chance to experience different aspects of debating. 


Debate Topics: 


Y Social Issues: 
o "Should schools implement mandatory diversity training for 
students?" 
Y Technology: 
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o "Is the impact of social media on society more positive than 
negative?" 
Y Education: 
o "Should standardized testing be eliminated in schools?" 
Y Environment: 
o "Is the use of nuclear energy a viable solution to combat climate 
change?" 
Y Healthcare: 
o "Is universal healthcare a fundamental right or a privilege?" 
Y Economics: 
o "Should governments provide a universal basic income for all 
citizens?" 
Y Ethics: 
o "Is it ethical to use artificial intelligence in decision-making 
processes?" 
Y Criminal Justice: 
o "Should the legal voting age be lowered to 162" 
Y International Relations: 
o "Is globalization more beneficial or harmful to developing 
nations?" 
Y Media and Journalism: 
o "Should social media platforms be responsible for fact-checking 
content?" 
Vv Privacy vs. National Security: 
o "To what extent should individual privacy be sacrificed for the 
sake of national security?" 
Y Universal Basic Income: 
o "Is Universal Basic Income a viable solution to address income 
inequality and job displacement?" 
Y Animal Testing: 
o "Is animal testing necessary for scientific and medical 
advancements, or should alternative methods be prioritized?" 
Y Online Education: 
o "Is online education as effective as traditional classroom learning? 
Explore the challenges and benefits." 


“The great aim of education is not knowledge but action.” 


— Herbert Spencer 
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Criteria Excellent Good Satisfactory Needs Poor 
(5 points) (4 points) (3 points) Improvement (1 point) 
(2 points) 
Content & - Well-researched, - Good research | - Adequate - Limited research - Little to no 
Argumentation | relevant, and strong evident, research, evident, weak or research, 
arguments. - Clear, arguments are arguments are irrelevant arguments are 
logical structure. mostly relevant. | somewhat arguments. - unclear or 
- Coherent relevant. - Structure is unclear. | entirely 
structure. Structure is irrelevant. - No 
generally clear. discernible 
structure. 
Delivery & - Confident, articulate, | - Generally - Delivery is - Delivery lacks - Incoherent 
Presentation and persuasive confident and somewhat confidence and delivery, lack of 
delivery. - Effective articulate. - confident and articulation. - Poor confidence. - No 
use of tone, pitch, and | Some effective articulate. - use of tone and use of tone and 
gestures. - Maintains use of tone and _ | Limited use of gestures. - Minimal | gestures. - No eye 
eye contact. gestures. - tone and eye contact. contact. 
Adequate eye gestures. - 
contact. Inconsistent eye 
contact. 
Rebuttal & - Strong and - Good - Adequate - Weak or - No discernible 
Cross- persuasive rebuttals. - | rebuttals, some | rebuttals, points | ineffective rebuttals. - No 
Examination Effective questioning persuasive are somewhat rebuttals. - Limited persuasive points. 
during cross- points. - persuasive. - or no persuasive - Unable to 
examination. Competent Questions points. - Poor participate in 
questioning during cross- questioning during cross- 
during cross- examination are | cross-examination. examination. 
examination. basic. 
Teamwork & - Seamless - Generally - Adequate - Limited - No collaboration 
Collaboration collaboration within effective teamwork. - collaboration. - evident. - Ignored 
the team. - teamwork. - Occasionally Rarely attentive to teammates. 
Demonstrates active Mostly attentive | inattentive to teammates. 
listening and responds | to teammates. teammates. 
to teammates. 
Use of - Rich, varied - Good - Adequate - Limited - Poor vocabulary. 
Vocabulary & vocabulary. - Clear vocabulary vocabulary. - vocabulary. - - Language is 
Language and precise language. | usage. - Clear Language is Language is unclear | confusing or 
- Effective use of language, but generally clear. - | at times. - Little use | incoherent. - No 
rhetoric. with occasional Limited use of of rhetorical use of rhetorical 
lapses. - Some rhetorical devices. devices. 
rhetorical devices. 
elements. 
Overall - Exceptional overall - Very good - Satisfactory - Below - Poor overall 
Impressions performance. - performance. - performance. - expectations. - performance. - 
Exceeded Met Met basic Some elements Significant 
expectations. expectations expectations. need improvement. | improvement 
with some needed. 
excellence. 
Scoring Guide: 
25-23 points: | 22-18 points: | 17-13 points: 12-8 points: 7-1 points: 
Excellent Good Satisfactory Needs Improvement Poor 
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Game Plan 4.2: 
—_ Crossword Puzzle Challenge po 


Aim: Reinforce advanced vocabulary and word associations. 


How to Conduct: 


Provide crossword puzzles with challenging vocabulary. Students work 
individually or in groups to complete the puzzles, fostering word recognition 
and comprehension. 


Mode: Digital 
Application used: H5P 
Steps to create your crossword Puzzle: 


Y Navigate to H5P.org. 
v If you don't have an account, you may need to create one. If you already 
have an account, log in. 
vY After logging in, you'll be directed to the H5P content creation hub. 
Y Click on "Create" or "Start a new content": 
o Locate the option to create new content and select it. 
o Choose "Crossword” from the content types 
Y Inthe content creation hub, scroll down or search for the "Crossword" 
content type and select it. 


1 2 Across 
1 Acropolis is located in? (6) 
zz 


4 Taj Mahal is located in which city? (4) © 


5 In which state is Grand Canyon located? (7) 


Down 
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Y Enter the title and task description for your crossword puzzle. 
Y Enter ‘clues’ and ‘answer’ in the ‘Words’ section. 

Y Click on ‘Add Word’ to create a new word 

Y You can also customize the score range as given below: 


Score Range * Feedback for defined score range 
0% - 25% Needs improvement x) 
26% - 50% Got to know some words? You will learn more on the go! 1x) 
51% - 75% Good Try! x) 
76% - 100% Great Job! Lx) 


VY Finally, click on ‘Save’ to get the final crossword puzzle that you created 
using H5P application. 

Y You can send the link or generate a QR code and share the puzzle to your 
students. 

Y The difficulty level can be increased according to the level of students. 

¥ Students will also be able to see the answers of the crossword puzzle by 
clicking on “Show Solution” tab. 

Y They can also ‘Retry’ the entire puzzle. 


To Play a Crossword Puzzle using H5P, Scan the QR Code: 


ooo eee 


. 
e 
ee 
oe 
e 
e 


“Play is the highest form of research.” 


- Albert Einstein 
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Game Plan 4.3: 
—_ Grammar Jeopardy 


Aim: Review advanced grammar concepts. 


How to Conduct: 


Create a Jeopardy-style game with categories related to different grammar 
topics. Students answer questions to earn points, reinforcing their 
understanding of advanced grammar rules. 


Materials Needed: 


Y Game Board: 

o Create a Jeopardy-style game board with different categories 
related to grammar. Each category should have a range of 
questions with varying levels of difficulty. 

Y Question Cards: 

o Prepare individual question cards for each point value within 
each category. Include the grammar concept, a related 
sentence, and the correct answer. 

Y Buzzers or Whiteboards: 
o Provide buzzers or whiteboards for each team or player to 
answer questions. 
Y Scoring System: 
o Decide ona scoring system to keep track of points earned by each 
team or player. 


Setup: 


Y Game Board: 

o Display the game board with categories and point values. You 
can use a physical board, a whiteboard, or a digital 
presentation. 

Y Teams or Players: 

o Divide participants into teams or individuals. Each team/player 

should have a buzzer or whiteboard. 
VY Rules Explanation: 

o Explain the rules of the game, including how to select 

questions, the order of play, and the scoring system. 
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Game Play: 


e Team/Player Selection: 

o Determine the order in which teams or players will take turns. This 

can be done through a random selection process. 
e Category and Point Selection: 

o Teams or players choose a category and point value (e.g., 
"Grammar for 200"). The host then reads the corresponding 
question. 

e Question Presentation: 

o Present the grammar question. Teams or players have a 

designated time to buzz in or write down their answers. 
e Answering: 

o. If using buzzers, the first team/player to buzz in gets the chance to 
answer. If using whiteboards, all teams/players write down their 
answers. The correct answer is revealed. 

e Scoring: 

o Award points for correct answers and deduct points for incorrect 

answers. Update the overall scores accordingly. 
e Next Turn: 

o The team/player that answered correctly gets to choose the next 

category and point value. Repeat the process. 
e Final Jeopardy: 

o Include a "Final Jeopardy" round where teams can wager some or 

all of their points on a final grammar question. 


Additional Tips: 


e Include a Timer: 
o Useatimer to add excitement and ensure the game moves at a 
good pace. 
e Encourage Collaboration: 
o Allow teams to collaborate on answers to promote teamwork. 
e Personalize Questions: 
o Include grammar questions related to your students’ interests or 
experiences for added engagement. 
e Make it Interactive: 
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o Incorporate multimedia elements, sound effects, or visuals to 
enhance the gaming experience. 


Grammar Jeopardy Game Board: 


Parts of Speech | Verb Tenses Punctuation 
100 100 100 
200 200 200 
300 300 300 
400 400 400 
500 500 500 
Parts of Speech Verb Tenses Punctuation 


What is the plural form of "child"? 


What is the past tense of the verb 
"sing"? 


Where should you place a 
comma in the following 
sentence: "John and Jane went 
to the store and bought some 
groceries"? 


Identify the adverb in the sentence: 
"She spoke softly." 


Identify the present perfect 
continuous tense in the sentence: 
"She has been working all day." 


Correct the following sentence: 
"| love reading books but i dont 
have time." 


In the sentence "The cat sat on the 
mat," what part of speech is "on"? 


Transform the sentence "They will 
finish the project tomorrow" into the 
present continuous tense. 


Use a colon to introduce a list in 
the following sentence: "The 
ingredients for the recipe are 

flour eggs sugar and milk." 


Give an example of a pronoun. 


Differentiate between the simple past 
and past perfect tense. 


Add quotation marks to the 
following sentence: She said | 
will be there at 5 o'clock. 


Change the following sentence to 
the passive voice: "They built a new 
house." 


Create a sentence using the future 
perfect tense. 


Correct the punctuation: "the 
meeting is at 3pm October 
10th." 


Rules and Scoring: 


Y Participants choose a category and point value. 
Y The host presents the question, and teams/players have a set time to 


respond. 


Y Correct answers earn points; incorrect answers result in point 


deductions. 


Y The team/player with the highest score at the end wins. 


“Change is the end result of all true learning.” 


- Leo Buscaglia 
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Game Plan 5.1: 
—_ Vocabulary Auction p< 


Aim: Expand advanced vocabulary through bidding. 


How to Conduct: 


Students are given a budget (in points) to bid on words. The teacher defines 
each word, and the students with the highest bids must explain the meanings 
to the class. This game encourages active participation, critical thinking, and 
peer-to-peer learning. 


Materials Needed: 


¥ Word Cards: 

o Prepare word cards with advanced vocabulary words. Each card 

should have the word, its pronunciation, and a brief definition. 
Y Budget Sheets: 

o Create budget sheets for each student or group, indicating the 
points they can use for bidding. Assign a reasonable amount of 
points, ensuring that students have enough to participate actively. 

¥ Whiteboard or Flip Chart: 

o Usea whiteboard or flip chart to display the words, the highest 
bids, and the students/groups holding the highest bids. 

¥ Marker or Chalk: 
o Have a marker or chalk for writing on the board. 


Instructions: 


Y Word Introduction: 

o Begin by introducing the rules of the Vocabulary Auction game to 
the class. Explain that each student/group will be given a budget 
to bid on words. 

Y Distribute Budget Sheets: 

o Hand out the budget sheets to each student or group. Explain the 
points assigned for bidding and how they will use these points to 
bid on words. 
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Y Display Word Cards: 

o Display the word cards on the board, one at a time. Include the 

word, pronunciation, and a brief definition. 
Y Bidding Process: 

o Students/groups take turns bidding on words. They can use their 
points to place bids on the words they find interesting or 
challenging. 

Y Highest Bids: 

o Keep track of the highest bids for each word on the board. Allow 

students time to strategize and decide how much they want to bid. 
Y Winning Bidders: 

o After all bids are placed, identify the students/groups with the 
highest bids for each word. They will be responsible for explaining 
the meanings to the class. 

Y Explanation Round: 

o Invite the winning bidders to explain the meanings of the words 
they successfully bid on. Encourage them to provide examples or 
use the words in sentences. 

Y Class Discussion: 

o Open the floor for class discussion. Encourage students to ask 
questions, seek clarification, or provide additional examples 
related to the auctioned words. 

¥ Awarding Points: 

o Award points to students/groups based on their successful bids 

and the quality of their explanations. 
v Repeat the Process: 

o Repeat the process with additional rounds if time permits, 

introducing new words for bidding. 


Vocabulary Auction Game: 


Y Word Cards: 
o Ephemeral 
= Pronunciation: /!' femaral/ 
= Definition: Lasting for a very short time. 
o Ubiquitous 
= Pronunciation: /ju:' bikwitas/ 
= Definition: Present, appearing, or found everywhere. 
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o Sycophant 
= Pronunciation: /‘sikafant/ 
= Definition: A person who acts obsequiously towards 
someone important to gain an advantage. 
Y Budget Sheet: 
o Each student/group receives a budget of 100 points. 
Bidding: 
o Students/teams bid on each word, and the highest bidder wins the 
word. 
o Deduct the bid amount from the student's/team's budget. 
Bidding Results: 
o Ephemeral: Group A - 50 points 
o Ubiquitous: Student B - 70 points 
o Sycophant: Group C - 60 points 
Y Explanation Round: 
o Invite Group A, Student B, and Group C to explain the meanings of 
the words they successfully bid on. 
¥Y Winning Bidder's Task: 
o The winning bidder must explain the meaning and usage of the 
word to the class. 
Y Awarding Points: 
o Award points based on successful bids and the quality of 
explanations. 


AN 


iN 


Discussion and Reflection: 


v After the auction, facilitate a class discussion about the words, their 
meanings, and how students decided which words to bid on. Reflect on 
the importance of the acquired vocabulary. 


Additional Tips: 


¥ Adjust the word difficulty, points system, and other details based on your 
students’ proficiency levels and the specific vocabulary you want to focus 
on. 


“Education is the kindling of a flame, not the filling of a vessel.” 


- Socrates 
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Game Plan 5.2: 
—_ Sentence Transformation Relay = 


Aim: Develop sentence structure and creativity. 


How to Conduct: 


Students transform a sentence through a relay race, maintaining grammatical 
accuracy. 


Example: Start with a basic sentence like "The cat is on the mat" and transform 
it through multiple steps. 


Materials Needed: 


v Sentence Cards: 
o Prepare sentence cards with a variety of sentences that need to be 
transformed. Each card should have a clear starting sentence. 
¥ Stopwatch or Timer: 
o Havea timer or stopwatch to keep track of the time for each 
round. 
v Space: 
o Ensure there's enough space for students to move around. 


Setup: 


Y Create Sentence Cards: 

o Prepare a set of sentence cards. Each card should contain a 
sentence that needs to be transformed. You can include a mix of 
sentence types (affirmative, negative, interrogative, etc.) and 
structures. 

Y Divide into Teams: 

o Divide the class into teams. The number of teams will depend on 

the size of your class and available space. 
v Arrange Teams: 

o Have each team stand in a designated area, preferably in a line or 

a circle. 


Game Rounds: 


Y Starting Sentence: 
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o Begin with a starting sentence. For example: "She likes to read 
books." 

Y Transformation Relay: 

o. The first student in each team must transform the sentence 
according to a specific rule. For instance, change the sentence 
from affirmative to negative or from present tense to past tense. 

vY Passing the Transformation: 

o Once the first student completes the transformation, they pass the 
sentence card to the next student in line. 

Y Continuation: 

o The next student continues the transformation based ona 
different rule. This continues until each student in the team has 
had a turn. 

Y Completion: 

o The last student in each team completes the transformation and 

returns the sentence card to the teacher or a designated endpoint. 
Y Checking and Scoring: 

o The teacher or a designated student checks the final transformed 

sentences. Award points for correct transformations. 
Y Rotation and New Round: 

o Rotate the sentence cards to different teams for a new round. You 

can also rotate the starting sentences to provide variety. 
Y Time Limit: 

o Seta time limit for each round to keep the game dynamic. For 
example, each team has 2 minutes to complete the sentence 
transformations. 


Variation and Tips: 


VY Rule Variation: 

o Change the transformation rules for each round to keep the game 
challenging. For example, focus on changing sentence structures, 
word order, or sentence types. 

Y Random Selection: 

o Randomly select the starting sentence for each team to add an 

element of surprise. 
Y Competition Element: 
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o Introduce a competitive element by awarding more points for 
creative or complex transformations. 
Vv Review Session: 
o Have a review session after each round to discuss common 
challenges or interesting transformations. Encourage students to 
share their thought processes. 


Preparing Sentence Cards & Transformative Hints: 
Example 1: 


Y Starting Sentence: "She plays the piano." 
o Transformative Hint: Change the sentence from affirmative to 
negative. 
o Transformed Sentence: "She does not play the piano." 
=" Transformative Hint: Change the sentence from present 
simple to past simple. 
=" Transformed Sentence: "She played the piano." 
e Transformative Hint: Change the sentence to an 
interrogative form. 
e Transformed Sentence: "Does she play the piano?" 


Example 2: 


Y Starting Sentence: "The cat is on the roof." 
o Transformative Hint: Change the sentence from affirmative to 
negative. 
o Transformed Sentence: "The cat is not on the roof." 
=" Transformative Hint: Change the sentence from present 
continuous to past continuous. 
=" Transformed Sentence: "The cat was on the roof." 
e Transformative Hint: Change the sentence to a 
passive construction. 
e Transformed Sentence: "The roof is being occupied by 
the cat." 


Example 3: 


Y Starting Sentence: "He eats sushi for lunch." 
o Transformative Hint: Change the sentence from affirmative to 
negative. 
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o Transformed Sentence: "He does not eat sushi for lunch." 
=" Transformative Hint: Change the sentence from present 
simple to future simple. 
=" Transformed Sentence: "He will eat sushi for lunch." 
e Transformative Hint: Change the sentence to a 
question. 
e Transformed Sentence: "Does he eat sushi for lunch?" 


Example 4: 


Y Starting Sentence: "They have traveled to Paris." 
o Transformative Hint: Change the sentence from affirmative to 
negative. 
o Transformed Sentence: "They have not traveled to Paris." 
=" Transformative Hint: Change the sentence from present 
perfect to past simple. 
=" Transformed Sentence: "They traveled to Paris." 
e Transformative Hint: Change the sentence to an 
exclamatory form. 
e Transformed Sentence: "What a fantastic trip to Paris 
they have had!" 


Example 5: 


Y Starting Sentence: "The sun rises in the east." 
o Transformative Hint: Change the sentence from affirmative to 
negative. 
o Transformed Sentence: "The sun does not rise in the east." 
=" Transformative Hint: Change the sentence from present 
simple to future simple. 
=" Transformed Sentence: "The sun will rise in the east." 
e Transformative Hint: Change the sentence to a 
question. 
e Transformed Sentence: "Does the sun rise in the 
east?" 


“Anyone who has never made a mistake has never tried anything new.” 


- Albert Einstein 
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Game Plan 5.3: 
7 Cryptic Language Challenge 


Aim: Encourage deciphering complex language structures. 


How to Conduct: 


Provide cryptic sentences or passages. Students work individually or in teams 
to decode the meaning, emphasizing advanced language comprehension. 


Materials Needed: 


Y Cryptic Sentences/Passages: 
© Prepare cryptic sentences or passages that contain advanced 
language structures, wordplay, or unconventional language 
elements. 
vY Answer Key: 
o Create an answer key with the correct interpretations of the 
cryptic sentences or passages. 
¥ Whiteboards or Paper: 
o Provide each student or team with a whiteboard or paper for 
writing down their interpretations. 
Y Timer or Stopwatch: 
o Usea timer or stopwatch to set time limits for each round. 


Setup: 


Y Divide into Teams: 
o Divide the class into teams or allow students to play individually 
based on the class size and preferences. 
Y Explain the Rules: 
o Briefly explain the rules of the game, emphasizing that the goal is 
to decipher the meaning of cryptic sentences or passages. 


Game Rounds: 


v Present the Cryptic Sentence: 
o Display or read out the first cryptic sentence or passage. 
Y Decoding Time: 
o Seta time limit (e.g., 3 minutes) for teams or individuals to decode 
the cryptic sentence and determine its meaning. 
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v¥ Write Answers: 

o Participants write down their interpretations on the whiteboard or 
paper. 

Y Check Answers: 

o After the time limit, collect the answers and compare them with 
the correct interpretations in the answer key. 

Y Scoring: 

o Award points for correct interpretations. Optionally, you can assign 
more points for creative or unique interpretations, especially if the 
sentences allow for multiple valid interpretations. 

Y Review and Discussion: 

o Review the correct interpretations and discuss language 
structures, wordplay, or any challenging elements present in the 
cryptic sentences. 

Y Repeat Rounds: 

o Repeat the process with additional rounds, presenting new cryptic 
sentences or passages. Use a variety of language elements to keep 
the challenge interesting. 

Y Final Round - Bonus Challenge: 

o Include a final round with a bonus challenge, such as a particularly 
complex or abstract cryptic sentence. Offer extra points for 
successful deciphering. 


Sample Cryptic Sentences: 


1. The moon whispered secrets to the night, and the stars held their breath 
in anticipation. 

2. The labyrinthine corridors of academia unfolded their enigmatic 
narratives to the intrepid minds. 

3. In the symphony of time, echoes of yesterday harmonize with the 
cadence of tomorrow. 

4. Beneath the veneer of silence, the unsung sonnets of solitude resonate 
in the heart's chambers. 


Additional Tips: 


Y Vary Difficulty Levels: 
o Include a mix of difficulty levels in your cryptic sentences to cater 
to different proficiency levels in the class. 
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vY Encourage Discussion: 

o After each round, encourage students or teams to discuss their 
interpretations and the language elements they considered in 
decoding the cryptic sentences. 

Y Provide Feedback: 

o Offer feedback on the interpretations, highlighting interesting 
language structures or wordplay. This can enhance the learning 
experience. 

Y Promote Collaboration: 

o Consider allowing students to collaborate within teams to 
decipher the cryptic sentences, fostering teamwork and 
discussion. 


Decoding the Cryptic Sentences: 

Cryptic Sentence 1: 
The moon whispered secrets to the night, and the stars held their breath 
in anticipation. 

Possible Interpretation: 


Y 1: The moonlight revealed hidden aspects of the night, and the stars 
seemed to be eagerly waiting for something significant to happen. 

Y 2: Metaphorically, the moon represents secrets being shared, and the 
stars symbolize anticipation or suspense. 


Cryptic Sentence 2: 


The labyrinthine corridors of academia unfolded their enigmatic 
narratives to the intrepid minds. 


Possible Interpretation: 


Y 1: The complex and intricate pathways of academic knowledge revealed 
mysterious and captivating stories to those who dared to explore. 

Y 2: Within the academic world, intricate structures of learning gradually 
disclosed their mysterious tales to those with courageous and 
adventurous minds. 
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Cryptic Sentence 3: 


In the symphony of time, echoes of yesterday harmonize with the 
cadence of tomorrow. 


Possible Interpretation: 


Y 1: The ongoing passage of time is likened to a musical symphony, where 
the echoes of past events blend seamlessly with the rhythm of what is to 
come. 

Y 2: Time is depicted as a musical composition where the echoes of 
yesterday contribute to the overall harmony alongside the anticipated 
cadence of tomorrow. 


Cryptic Sentence 4: 


Beneath the veneer of silence, the unsung sonnets of solitude resonate 
in the heart's chambers. 


Possible Interpretation: 


Y 1: Despite the appearance of quietness, profound and unexpressed 
poems of isolation resonate deeply within the innermost feelings. 

Y 2: Underneath the outward calmness, the unheard verses of being alone 
echo profoundly within the emotional core. 


Cryptic Sentence 5: 


Whispers of twilight paint clandestine murals on the canvas of forgotten 
dreams. 


Possible Interpretation: 


Y 1: During the evening twilight, subtle and secretive influences create 
vivid images on the canvas of dreams that have been overlooked or 
neglected. 

Y 2: The soft sounds of twilight contribute to the creation of hidden and 
unknown artworks in the realm of forgotten or ignored aspirations. 


Cryptic Sentence 6: 


In the garden of echoes, the shadows of laughter dance with the reflections 
of unspoken tales. 
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Possible Interpretation: 


Y 1: Within a metaphorical garden where echoes linger, the memories 
of laughter intertwine with the unexpressed stories that are mirrored 
in the surroundings. 

¥ 2:Inasymbolic space resonating with echoes, the shadows cast by 
laughter engage in a lively dance alongside the reflections of untold 
narratives. 


Cryptic Sentence 7: 


Beneath the veiled symphony, the kaleidoscope of solitude reveals its 
intricate melodies. 


Possible Interpretation: 


Y 1: Amida hidden or concealed orchestration, the diverse and complex 
patterns of being alone unveil their intricate musical expressions. 

Y 2: Below the surface of a concealed symphony, the solitary 
experience unfolds its intricate and varied tunes. 


Cryptic Sentence 8: 


The enigmatic quill dances upon the parchment, etching tales that elude 
the grasp of ordinary minds. 


Possible Interpretation: 


Y 1:A mysterious and puzzling pen moves gracefully on the paper, 
inscribing stories that are challenging for regular minds to 
comprehend. 

VY 2: The writing instrument, with an air of mystery, elegantly writes on 
the surface, creating narratives that escape the understanding of 
ordinary individuals. 


“Education is the key to unlocking the world, a passport to freedom.” 


- Oprah Winfrey 
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Game Plan 6.1: 
a Lexical Charades p< 


Aim: Reinforce high-level vocabulary through acting. 


How to Conduct: 


Students act out challenging words or phrases without speaking, and their 
classmates guess the vocabulary being portrayed. 


Materials Needed: 


Y Vocabulary Words or Phrases: 

o Prepare a list of words or phrases related to a specific theme or 
topic. These could be words you've recently learned or terms 
relevant to a lesson. 

Y Rules: 
Y Preparation: 

o Write down each vocabulary word or phrase on separate cards or 
pieces of paper. 

Fold or place the cards in a container. 

Round 1 can be at word level, Round 2 at Idioms level and Round 3 at 

Proverb level respectively. 

vY Setup: 
o Divide the players into two teams. 
Y Round Structure: 

o Teams take turns selecting a player to act out a word or phrase 

without speaking while the rest of their team tries to guess. 
Y Guessing: 

o The acting player can use gestures, body movements, and facial 
expressions to convey the meaning of the word or phrase without 
speaking. 

o The team has a limited time (e.g., 1-2 minutes) to guess the correct 
term. 

Y Scoring: 
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o If the team successfully guesses the word or phrase within the 
allotted time, they earn a point. 
o If they are unable to guess, the other team has a chance to steal and 
earn a point. 
Y Rotation: 
o Rotate turns between teams until all the words or phrases have been 
used. 
Y Variations: 
o Increase difficulty by adding a rule that the actor can only use specific 
body parts to convey meaning (e.g., hands only). 
o Allow the use of one-word hints by the actor after a certain amount 
of time has passed. 
Y Winning: 
o The team with the most points at the end of the game wins. 
Y Additional Tips: 
o Encourage Creativity: Players should feel free to be creative in their 
gestures and actions to convey the meanings effectively. 
o Time Limits: Set a reasonable time limit for each round to keep the 
game moving and engaging. 
o Review After Rounds: Take a moment after each round to review the 
words or phrases, discussing their meanings and usage. 
o Adapt for Language Level: Adjust the difficulty of the words based on 
the language proficiency of the players. 
Y Round 1: Word Level 


o Elephant 
o Symphony 
o Backpack 
o Sunshine 
o Telescope 
o Pancake 
o Whisper 


o Jigsaw 
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o Compass 
o Tornado 
Y Round 2: Easy Idioms Level 
o Break the ice 
o Hit the hay 
o Piece of cake 
o Jump on the bandwagon 
o Spill the beans 
o Burn the midnight oil 
o Kick the bucket 
o Bite the bullet 
o See eye to eye 
o Apiece of cake 
Y Round 3: Proverbs Level 
o Every cloud has a silver lining. 
o Actions speak louder than words. 
© Too many cooks spoil the broth. 
o Don't count your chickens before they hatch. 
o When in Rome, do as the Romans do. 
o You can't have your cake and eat it too. 
o The early bird catches the worm. 
o Where there's smoke, there's fire. 
o Apicture is worth a thousand words. 


o Don't put all your eggs in one basket. 


“Learning without thought is a labour lost, thought without learning is perilous.” 


- Confucius 
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Game Plan 6.2: 
a Linguistic Escape Room p< 


Aim: Collaboratively solve language-related puzzles. 


How to Conduct: 


Design an escape room with language-based challenges that require advanced 
vocabulary and problem-solving skills to progress. 


Materials Needed: 


Y Scenario and Storyline: 

o Develop a storyline or scenario that sets the theme for your linguistic 
escape room. It could be language-related challenges, puzzles, or 
mysteries. 

Y Puzzles and Challenges: 

o Design a variety of language-based puzzles and challenges that 
participants must solve to "escape." These can include word puzzles, 
crosswords, anagrams, language riddles, etc. 

Y Clues: 

o Prepare written or visual clues that lead participants from one puzzle 

to the next. Clues should be related to language concepts or skills. 
v Physical Space: 

o Choose a physical location for the escape room. It could be a 
classroom, meeting room, or any space you can transform for the 
activity. 

Y Timer: 

o Usea timer to create a sense of urgency. Decide on the total time 

participants have to solve all the puzzles and "escape." 
Y Locks or Containers: 


o If possible, use locks or containers that participants must unlock using 
codes or solutions to certain puzzles. 


Setup: 


Y Introduction: 
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o Start by introducing the participants to the escape room scenario and 
the objective. Explain the rules and set the stage for the linguistic 
challenges. 

Y Divide into Teams: 

o Divide participants into small teams. Ideally, each team should consist 

of 3-6 members. 
Y Explain Rules: 

o Provide participants with any specific rules, such as limitations on 

hints, how to request help, or any safety considerations. 
Y Distribute Clues: 

o Place the initial clue in the room to guide participants to their first 

challenge. Each solved challenge should reveal the next clue. 
Y Start the Timer: 

o Begin the timer as soon as the teams start working on the first puzzle. 

Set a reasonable time limit for the entire escape. 


Gameplay: 


Y Solve Puzzles: 
o Teams work together to solve language-based puzzles and challenges. 
Each solved puzzle leads them to the next clue. 
Y Unlocking Containers or Doors: 


o Some puzzles may reveal codes or keys that unlock containers or 

doors, allowing teams to progress further. 
Y Hints: 

o Provide hints or clues if teams get stuck on a particular puzzle. You 
can have a system where teams must request hints, and each hint 
comes with a time penalty. 

Y Progress Tracking: 
o Keep track of each team's progress and time remaining. 


Winning: 


Vv Escape: 
o The goal is for each team to successfully solve all the puzzles and 
escape within the allotted time. 
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Y Debrief: 


o After the game, gather all participants to discuss the linguistic 
challenges, share insights, and reinforce language concepts learned 
during the escape room. 


Additional Tips: 


Y Adapt Difficulty: Adjust the difficulty of the puzzles based on the language 
proficiency of the participants. 

Y Encourage Communication: Emphasize teamwork and communication 
among team members. 

VY Reflect on Learning: Incorporate language concepts that align with what 
participants are learning or need to reinforce. 


Sample Escape Room Game: The Lexical Enigma 


Y Scenario: 

o You and your team find yourselves in the study of a renowned 
linguist who has mysteriously disappeared. The room is filled with 
books, manuscripts, and linguistic artifacts. Your mission is to 
decipher the linguistic enigma left behind by the linguist and 
unravel the secrets hidden within the study to escape. 

Y Setup: 

o Divide participants into teams of 4-6 members. 

o Set up aroom with linguistic-themed decorations and clues. 

o Each team starts with a sealed envelope containing the initial clue. 


Puzzle Stations: 


Y Cryptic Crossword Corner: 

o Solve a cryptic crossword puzzle that reveals a phrase related to 
language studies. The answer provides a clue for the next 
challenge. 

Y Morpheme Maze: 


o Arrange a set of morphemes and affixes to form valid words. The 


correct arrangement leads to a secret code needed for the next 
puzzle. 
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Vv Language Codebreaker: 

o Decrypt a series of coded messages using linguistic symbols and 
phonetic transcriptions. The decoded messages hint at the 
location of a hidden key. 

Y Etymology Exploration: 

o Examine a collection of words and trace their etymology to 
discover a hidden pattern. The pattern reveals a keyword essential 
for unlocking a mysterious box. 

Y Homograph Havoc: 

o Identify homographs (words spelled the same but with different 
meanings) in a series of sentences. The correct combination of 
homographs unveils a hidden passage to the next area. 

Y Polyglot Puzzle: 

o Match words with their equivalents in different languages. The 
matched pairs form a map that guides teams to a hidden 
compartment. 

v Syntax Sudoku: 

o Solve a Sudoku puzzle where numbers represent parts of speech, 
and the correct arrangement forms a sentence crucial for the final 
challenge. 

Y Phonetic Cipher: 

o Usea phonetic cipher to decode a message written in a phonetic 
alphabet. The decoded message provides instructions for 
unlocking a safe. 

VY Final Challenge: 

o Teams discover a locked safe containing the linguist's notes. To 
open the safe, they must use the keywords, codes, and clues 
gathered throughout the escape room. 

Y Winning: 

o The first team to successfully open the safe and reveal the 
linguist's notes within the allotted time escapes The Lexical 
Enigma. 


“Learning is never done without errors and defeat.” 


- Vladimir Lenin 
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Game Plan 6.3: 
- Language Immersion Simulation 


Aim: Foster fluency and advanced vocabulary usage in realistic scenarios. 


How to Conduct: 


Create immersive scenarios where students engage in discussions, 
negotiations, or problem-solving using high-level language skills, promoting 
real-world language application. 


Materials Needed: 


Y Venue/Space: 

o Choose a location where the simulation can take place, such as a 

classroom, meeting room, or outdoor area. 
Y Props and Visuals: 

© Prepare props, visuals, and signs that represent real-life scenarios 
participants may encounter in a language immersion setting (e.g., 
restaurant menus, street signs, product labels). 

Y Role Cards: 

o Create role cards assigning specific roles or identities to 
participants. This could include characters like a shopkeeper, 
tourist, waiter, etc. 

Y Language Guides: 

o Provide language guides or cheat sheets with essential phrases 

and vocabulary related to the chosen scenarios. 
Y Scenario Cards: 

o Develop scenario cards with specific situations or tasks that 

participants must navigate using the target language. 
Y Background Sounds: 

o Play background sounds or music that align with the immersion 

setting (e.g., street sounds, café ambiance). 


Setup: 


Y Choose a Theme: 
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o Select a theme for the Language Immersion Simulation, such as a 
market, restaurant, airport, or hotel. Tailor the scenarios and 
props accordingly. 

Y Assign Roles: 

o Distribute role cards to participants, assigning each person a 

specific role or identity within the chosen theme. 
VY Set Up Scenarios: 

o Arrange the space with props and visuals that represent the 
scenarios participants will encounter. For example, if the theme is 
a restaurant, set up tables, menus, and a cashier's counter. 

Y Explain Rules: 

o Briefly explain the rules and objectives of the simulation. 

Emphasize the use of the target language throughout the activity. 


Gameplay: 


Y Navigate Scenarios: 

o Participants move through different scenarios, interacting with 
each other using the target language. Encourage them to order 
food, ask for directions, make purchases, etc. 

v Use Role Cards: 

o Participants should refer to their role cards to understand their 

identity and responsibilities within the simulation. 
Y Follow Scenario Cards: 

o Introduce unexpected scenarios or challenges using scenario 
cards. For example, a lost tourist asking for directions or a 
customer returning a product. 

Y Encourage Communication: 

o Emphasize the importance of effective communication and 
understanding in the target language. Encourage participants to 
ask questions, seek clarification, and respond appropriately. 

Y Rotate Roles: 

o If the simulation spans different scenarios, rotate roles to give 

participants a chance to experience various language contexts. 
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Debrief: 


Vv Reflect on Experience: 

o Gather participants for a debrief session to discuss their 
experiences during the simulation. Ask about challenges faced, 
successful communication, and new vocabulary learned. 

Vv Review Language Concepts: 

o Take the opportunity to review language concepts, correct any 
misconceptions, and introduce additional vocabulary that may 
have emerged during the simulation. 

Y Feedback: 

o Collect feedback from participants about the effectiveness of the 

simulation and areas for improvement. 


Additional Tips: 


Y Create Realism: Use authentic props and visuals to create a realistic 
environment. 

Y Include Cultural Elements: Integrate cultural elements into the scenarios 
to provide a broader understanding of language use in context. 

Y Adapt Language Complexity: Tailor the language difficulty to the 
proficiency level of the participants. 

vY Encourage Creativity: Allow participants to improvise and be creative in 
their interactions. 


Scenario 1: International Business Negotiation 
Setting: 


Students are representatives of two international companies negotiating 
a major business deal. Each company has unique products and services 
to offer, and the negotiation involves discussing terms, contracts, and 
mutual benefits. 


Objectives: 


Y Develop negotiation skills. 
v Use advanced business vocabulary. 
Y Understand cultural nuances in business communication. 
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Instructions: 


Y Assign roles to each student, specifying their company, position, and 
objectives. 

Y Provide students with relevant background information about their 
company and its offerings. 

Y Conduct negotiations, emphasizing the use of advanced language skills 
for persuasion, compromise, and deal-making. 


Scenario 2: United Nations Conference on Climate Change 
Setting: 


Students represent different countries at a United Nations conference on 
climate change. The goal is to negotiate and collaborate on a global plan 
to address climate issues, considering environmental, economic, and 
social impacts. 


Objectives: 


Y Practice diplomatic language. 
Y Discuss complex environmental concepts. 
Y Collaborate on problem-solving. 


Instructions: 


Y Assign countries and roles to students, providing information on their 
country's stance on climate change. 

Y Conduct negotiations, debates, and discussions on proposed resolutions. 

v Encourage the use of formal language, negotiation tactics, and 
collaboration to reach a global agreement. 


Scenario 3: Academic Research Symposium 
Setting: 


Students are participants in an academic research symposium where 
they present and discuss their advanced research projects. The 
symposium includes presentations, panel discussions, and Q&A sessions. 


Objectives: 
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v Present research findings using academic language. 
v Engage in intellectual discussions. 
Y Critically analyse and question research presentations. 


Instructions: 


v Assign research topics to students, providing guidelines for their 
presentations. 

Y Conduct a symposium where students present their research to their 
peers. 

Y Encourage active participation in Q&A sessions, promoting critical 
thinking and articulation of ideas. 


Tips for Implementation: 

Y Provide Resources: Offer resources and materials related to each 
scenario, ensuring students have the necessary background information. 

Y Facilitate Reflection: After each scenario, facilitate a reflection session 
where students discuss the challenges faced, successful communication 
strategies, and areas for improvement. 

Y Rotate Roles: Encourage students to take on different roles in 
subsequent scenarios to diversify their experiences. 

vY Incorporate Feedback: Use feedback from students to refine and 
enhance future scenarios, ensuring they align with their language 


proficiency and learning goals. 


“Education is not preparation for life; education is life itself.” 


- John Dewey 
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Game Plan 7.1: 
Historical Language Exploration 
aS, 


Aim: Explore archaic and specialized language from historical texts. 


How to Conduct: 


Historical Language Exploration is a language learning activity that immerses 
participants in a specific historical period, encouraging them to explore and use 
language in context. 


This activity is designed to enhance language skills while deepening 
understanding of historical events, cultures, and language use. 


Analyze historical documents or literature, discussing and deciphering the 
language used in different historical periods. 


Materials Needed: 


Y Historical Context Information: 
o Provide background information about the chosen historical period, 
including key events, cultural aspects, and language characteristics. 
Y Role Cards: 
o Create role cards assigning specific historical personas or roles to 
participants. 
Vv Language Guides: 
o Offer language guides or cheat sheets with essential phrases and 
vocabulary from the chosen historical period. 
Y Visual Aids: 
o Use visual aids such as images, maps, or artifacts related to the 
historical context. 
Y Scenario Cards: 
o Develop scenario cards with specific situations or tasks that 
participants must navigate using language appropriate to the 
historical period. 
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Setup: 


Y Choose a Historical Period: 
o Select a historical period that aligns with language learning goals 
(e.g., Victorian era, Renaissance, Ancient Rome). 
Y Assign Roles: 
o Distribute role cards to participants, assigning each person a specific 
historical persona or role. 
Y Provide Background Information: 
o Briefly introduce the historical context, emphasizing key language 
features, social norms, and relevant events. 


Gameplay: 


Y Role-Play Scenarios: 

o Participants engage in role-play scenarios based on the historical 

period. Encourage them to use language appropriate to the era. 
Y Navigate Historical Situations: 

o Create scenarios that reflect daily life, social interactions, or historical 
events. Participants navigate these situations using language from the 
period. 

VY Problem-Solving Challenges: 

o Introduce challenges or problems related to the historical context. 
Participants collaborate to solve these challenges using historical 
language and knowledge. 

Y Cultural Exploration: 

o Incorporate elements of cultural exploration, such as trying 
traditional food or engaging in customs from the chosen historical 
period. 


Sample Scenarios: 


Y Victorian Tea Social: 

o Participants assume roles in a Victorian-era tea social. They engage in 
polite conversation, discuss societal norms, and use language 
reflective of the Victorian period. 

Y Ancient Roman Marketplace: 
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o Participants take on roles as sellers and buyers in an Ancient Roman 
marketplace. They haggle over prices, discuss goods, and use Latin 
phrases related to trade. 

Y Medieval Feast Banquet: 

o Participants attend a medieval feast as various characters. They use 
language appropriate to the medieval era, discussing noble titles, 
feasting etiquette, and societal roles. 

Y Renaissance Art Gathering: 

o Participants become patrons, artists, and art enthusiasts ina 
Renaissance art gathering. They discuss art techniques, share 
opinions on masterpieces, and engage in intellectual conversations. 


Debrief: 


Y Reflect on Language Use: 

o After the activity, facilitate a discussion on how participants used 

language in historical contexts and any challenges they faced. 
Y Connect to Language Skills: 

o Discuss how the activity contributed to language learning goals, 
including vocabulary expansion, language adaptation, and cultural 
understanding. 

v Share Experiences: 

o Encourage participants to share their experiences, insights, and 

discoveries during the Historical Language Exploration. 


Additional Tips: 


Y Research Accuracy: Ensure historical accuracy in language use, customs, 
and social norms for an authentic experience. 

Y Adapt Language Complexity: Tailor the language difficulty to the 
proficiency level of the participants. 

Y Encourage Creativity: Allow participants to immerse themselves fully in 
their historical roles, promoting creativity in language use. 

Y Incorporate Feedback: Use participant feedback to refine and enhance 
future historical language exploration activities. 


“Education’s purpose is to replace an empty mind with an open one.” 


- Malcolm Forbes 
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Game Plan 7.2: 
- Multilingual Storytelling 


Aim: Develop storytelling skills in multiple languages. 


How to Conduct: 


Have students create and share stories using advanced vocabulary in a primary 
language and then translate or explain the story in another language. 


Materials Needed: 


Y Multilingual Story Starter Prompts: 
o Prepare a list of creative story starter prompts that students can 
use as inspiration for their narratives. 
Y Writing Materials: 
o Ensure students have access to writing materials, such as paper, 
notebooks, or electronic devices. 
Y Dictionary or Translation Tools: 
o Encourage students to use dictionaries or translation tools to 
check vocabulary and phrases during the activity. 
Y Presentation Tools: 
o Choose a platform or method for students to present their stories. 
This can include oral presentations, written submissions, or a 
combination of both. 


Steps: 


¥ Introduction and Explanation: 

o Start by explaining the purpose of the activity: to create a story 
using advanced vocabulary in a primary language and then 
translate or explain it in another language. 

o Emphasize the importance of creativity, storytelling techniques, 
and accurate translation. 

v Select Languages: 

o Determine the languages involved in the game. This could be the 
primary language (L1) and a second language (L2), or even 
multiple languages if your students are multilingual. 

Y Provide Prompts: 
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o Share the list of prompts or themes with the students, allowing 
them to choose one that inspires them for their storytelling. 

vY Story Creation: 

o Provide each student with a story starter prompt or allow them to 
choose their own. Encourage creativity and originality. 

o Seta time limit for students to write their stories in the primary 
language. This can be done individually or in pairs/groups, 
depending on the class dynamics. 

Y Vocabulary Enrichment: 

o Encourage students to incorporate advanced vocabulary, idioms, 
and expressive language into their stories. This is an opportunity 
for them to showcase their language skills. 

o Remind students to focus on descriptive details, character 
development, and engaging plots. 

Y Peer Review: 

o Have students exchange their stories within their pairs or groups. 
Encourage constructive feedback regarding language usage, 
storytelling techniques, and overall impact. 

Y Translation or Explanation: 

o Now, instruct students to translate or explain their stories in 
another language. This could be the target language they are 
learning or another language they are proficient in. 

o Emphasize the importance of maintaining the essence and style of 
the original story during translation. 

Y Presentation: 

o Invite students to present their stories to the class. They can 
choose to read the story in the primary language and then provide 
the translation or explanation, or vice versa. 

o Encourage students to share any challenges they faced during the 
translation process and how they addressed them. 

Y Group Discussion: 

o Conclude the activity with a group discussion. Ask students to 

reflect on the experience, share interesting linguistic discoveries, 
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and discuss the differences in storytelling styles between 
languages. 


Gameplay: 


Y Story Creation (L1): 

o Have students write their stories in their primary language, using 
advanced vocabulary and creative expressions. Set a time limit for this 
phase. 

Y Translation (L2): 

o After completing the story in their primary language, students translate 
or explain the story in the second language. This could involve providing 
a written translation or orally presenting the story in the second 
language. 

Y Editing and Refinement: 

o Encourage students to review and refine their translations, ensuring 

clarity and accuracy in conveying the story's essence. 
Y Presentation: 

o Students present their stories, first in the primary language and then in 
the second language. This can be done through written submissions, oral 
presentations, or a combination of both. 


Evaluation and Reflection: 


vY Peer Review: 

o Implement a peer review system where students provide feedback on 
each other's stories, considering language use, creativity, and 
translation accuracy. 

Y Teacher Evaluation: 

o Assess the stories based on language proficiency, vocabulary usage, 

and the effectiveness of translation. 
Y Reflection: 

o Conclude the activity with a reflection session where students discuss 
their experiences, challenges faced, and the importance of advanced 
vocabulary in storytelling. 
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Additional Tips: 


Y Provide Language Resources: 

o Ensure students have access to dictionaries, language references, 

or translation tools to enhance their vocabulary. 
Y Promote Collaboration: 

o Encourage collaboration among students, especially if they are 
proficient in different languages. This allows for peer assistance 
during the translation process. 

Y Celebrate Linguistic Diversity: 

o Acknowledge and celebrate the linguistic diversity within the 
classroom. Encourage students to appreciate the unique aspects 
of different languages. 

v Assessment Criteria: 

o Establish clear criteria for assessment, including creativity, 
language proficiency, storytelling skills, and the accuracy of 
translations. 


“The mind is not a vessel to be filled but a fire to be ignited.” 


- Plutarch 
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Game Plan 7.3: 


Conlang Creation 


Aim: Invent and communicate in a fictional language. 
How to Conduct: 


Encourage students to create their own language (conlang — constructed 
language) and communicate with each other using this fictional language, 
demonstrating a deep understanding of language structure and creativity. 


Materials Needed: 


v Players: Gather a group of people who are interested in language creation. 

Y Paper and Pens or Devices: Provide materials for writing or typing. 

Y Conlanging Resources: Have resources available for players to learn about 
linguistics and conlanging. This can include books, websites, or examples of 
existing conlangs. 


Steps: 
Introduction: 


Y Start by introducing the concept of conlanging to the players. Explain that 
they will be creating a language together as part of a game. 


Objective: 


Y Define the objective of the game. This could be creating a fully functional 
language, designing a language for a specific culture or world, or simply 
experimenting with linguistic concepts. 


Basic Linguistic Concepts: 


Y Briefly go over basic linguistic concepts like phonetics, grammar, syntax, and 
semantics. Provide examples to help players understand these concepts. 


Themes and Inspiration: 


Y Discuss themes and inspirations for the conlang. Is it for a fantasy world, a 
sci-fi setting, or something else? This will guide the players in making 
consistent language choices. 
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Phonetics and Phonology: 


Y Start with the sounds of the language. Allow players to suggest and agree 
on a set of phonemes. Discuss the phonotactics (allowed combinations of 
sounds) and any unique features. 


Grammar and Syntax: 


Y Move on to grammar and syntax. Discuss the structure of sentences, word 
order, and grammatical features. Players can suggest rules for verb 
conjugation, noun cases, or other grammatical elements. 


Vocabulary Building: 


Y Begin building the vocabulary. Players can contribute words, or you can start 
with basic vocabulary that might be essential for the theme of the language. 


Translation Challenges: 


Y Introduce translation challenges. Provide English sentences or phrases and 
have players collaboratively translate them into the conlang. This helps 
reinforce the grammar and vocabulary. 


Iterative Process: 


Y Conlang creation is an iterative process. Encourage players to revisit and 
refine the language as they go along, incorporating new ideas and 
modifications. 


Documentation: 


v Have someone document the language creation process. This could include 
writing down the phonetic inventory, grammar rules, and vocabulary. This 
documentation will serve as a reference for future use. 


Role-Playing or Creative Exercise: 


v If players are interested, they can engage in a role-playing or creative 
exercise using the newly created language. This could involve creating 
dialogues, short stories, or cultural expressions. 


Feedback and Sharing: 
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v Finally, encourage players to share their thoughts and feedback on the 
created language. This can lead to further refinement or inspire ideas for 
future conlangs. 


Tips: 
v Keep the atmosphere light and fun. 
Y Encourage collaboration and creativity. 


Y Don't get bogged down by linguistic details unless the group is interested in 
exploring them. 


Game Scenario: "The Lost Civilization" 
Setting: 


v |magine a scenario where a group of explorers discovers the ruins of an 
ancient civilization in a remote jungle. The civilization left behind 
artifacts with inscriptions in an unknown language. The players’ task is to 
collaboratively create this lost civilization's language. 


Rules: 


Y Phonetics and Phonology: 

o Begin by deciding on a set of phonemes for the language. Players 
can suggest sounds, and the group collectively agrees on the 
language's basic sound system. 

Y Grammar and Syntax: 

o Discuss the grammar and syntax of the language. Are there cases, 
verb conjugations, or unique sentence structures? Allow players to 
suggest rules for sentence formation. 

Y Cultural Influence: 

o Consider the cultural aspects that might influence the language. 
For example, if the civilization had a hierarchical society, this could 
be reflected in the language's politeness levels or forms of 
address. 

Y Vocabulary Building: 

o Start building the vocabulary. Since the players are exploring 

ancient ruins, focus on words related to archaeology, history, and 
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discoveries. Players can suggest words or concepts, and the group 
agrees on the terms. 
Y Translation Challenges: 

o Introduce translation challenges. Provide English sentences related 
to the civilization's daily life or historical events. Have the players 
collaboratively translate these sentences into the conlang. 

Y Cultural Expressions: 

o Create cultural expressions or idioms unique to the civilization. For 
example, if the civilization highly valued nature, expressions 
related to the natural world could be incorporated. 

Y Artifact Descriptions: 

o Players can take turns describing fictional artifacts discovered in 
the ruins, and others can contribute the names of these artifacts 
in the conlang. This exercise helps expand the vocabulary and adds 
cultural depth. 

Y Role-Playing Exercise: 

o If the group is interested, engage in a short role-playing exercise 
where participants take on the roles of characters from the lost 
civilization. They can use the conlang to communicate, adding life 
to the language. 

Y Iterative Refinement: 

o Throughout the game, allow for iterative refinement. Players can 
revisit earlier decisions, modify rules, or add new vocabulary 
based on the evolving understanding of the language. 

Y Documentation: 

o Assign someone to document the language creation process. 
Include details about phonetics, grammar rules, vocabulary, and 
cultural nuances. This documentation serves as a reference for 
future use. 

Y Show and Tell: 

o Towards the end, each player can share a piece of writing or a 
short dialogue in the conlang. This showcases how the language 
has developed and allows for feedback and appreciation. 


“The Best way to predict your Future is to create it.” 


- Abraham Lincoln 
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Game Plan 8.1: 
Linguistic Puzzle Symphony px 


Aim: To collaboratively solve linguistic puzzles, constructing a harmonious 
"symphony" of words and sentences in a fictional language. 


How to Conduct: 


Design a series of interconnected linguistic puzzles that require in-depth 
language analysis, encouraging teamwork and advanced problem-solving skills. 


Materials Needed: 


Y Players: Ideally, a group of people interested in language and puzzle-solving. 

Y Puzzle Cards: Create cards with linguistic puzzles or challenges. 

¥Y Whiteboard/Flip Chart: For collaborative writing and brainstorming. 

Y Conlanging Resources: Optional resources for reference, such as linguistic 
guides or dictionaries. 


Setup: 


Y Create Puzzle Cards: 

o Prepare a deck of puzzle cards, each containing a linguistic challenge. 
These challenges can include translation exercises, word creation, or 
grammatical puzzles. 

v¥ Game Master (Optional): 

o Appoint a game master who can present the puzzles, keep track of 

time, and facilitate the game. 


Rules: 


Y Introduction: 

o The game master introduces the concept of the Linguistic Puzzle 
Symphony and explains the objective of collaboratively creating a 
harmonious language through solving puzzles. 

Y Puzzle Rounds: 

o Players take turns drawing puzzle cards. Each card presents a 

linguistic challenge that the group must collectively solve. 
Y Collaborative Writing: 
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o Using a whiteboard or flip chart, players work together to construct 
solutions. They can discuss grammar, syntax, and vocabulary to find 
the most suitable answers. 

Y Time Limits (Optional): 

o Set time limits for each puzzle round to add a sense of urgency and 

excitement. This encourages quick thinking and decision-making. 
Y Scoring (Optional): 

o Introduce a scoring system based on the complexity of the puzzles 
and the creativity of the solutions. This adds a competitive element to 
the game. 

vY Review and Discussion: 

o After each round, discuss the solutions as a group. Players can explain 
their choices, and the group can collectively decide on the most 
harmonious and fitting answers. 

Y Evolution of the Language: 

o Throughout the game, encourage players to build on the linguistic 
elements established in previous rounds. This creates a sense of 
continuity and development in the fictional language. 

Y Bonus Challenges (Optional): 

o Include bonus challenges that allow players to introduce new 
linguistic elements or cultural nuances to the language. This adds 
variety and depth to the symphony. 

VY Creative Exercises: 

o Include rounds where players can use the language in creative 
exercises, such as composing short stories, dialogues, or cultural 
expressions. 

Y Game Conclusion: 

o The game concludes when players decide to stop or when a pre- 
determined number of puzzle rounds have been completed. 
Celebrate the creation of the linguistic symphony and discuss the 
highlights of the language. 


Additional Tips: 


Y Flexibility: Be flexible with the rules and encourage creativity. The goal is 
to have fun and explore linguistic creativity. 

Y Encourage Participation: Ensure that all players have opportunities to 
contribute to the linguistic symphony. 
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Y Adaptability: Feel free to adapt the rules based on the preferences and 
dynamics of your group. 


Sample Puzzle Categories: 
Introduce different categories of linguistic puzzles, such as: 


VY Phonetics Puzzle: Determine the phonetic inventory and pronunciation 
rules. 

¥ Grammar Maze: Solve puzzles to establish grammar rules and sentence 
structure. 

VY Lexical Riddles: Create words through riddles or associations. 


Phonetics Puzzle: 


e Provide a list of sounds and symbols and ask players to match them to 
create a phonetic inventory. For example: 


Sounds: /p, t, k, m,n, 5, l, a, e, i, 0, u/ 


Symbols: [p], [t], [k], [m], [n], [s], (!, fal, fel, Ci), (ol, [ul 
Players match each sound to its corresponding symbol, discussing and agreeing 
on the phonetic inventory. 


Grammar Maze: 


e Create a simple sentence with missing elements, and players must 
determine the missing grammatical features. For example: 


Sentence: "The [ ] eats [ ] in the [ ] at [ ] o'clock." 


Players fill in the blanks collaboratively, deciding on noun cases, verb 
conjugations, and prepositions. 


Lexical Riddles: 


e Describe a concept or object without using English words and let players 
guess and agree on the word. For example: 


Riddle: "A transparent vessel filled with a golden, aromatic liquid." 


Players discuss and come up with a word for "glass of honey." 


“Anyone who stops learning is old, whether at twenty or eighty. Anyone who keeps 
learning stays young.” 


- Henry Ford 
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Game Plan 8.2: 
Lexical Olympiad 


Aim: Showcase mastery of an extensive lexicon. 


How to Conduct: 


A Lexical Olympiad is an event that tests participants’ knowledge and 
understanding of vocabulary, word usage, and language nuances. 


Organize a competitive event where students demonstrate their knowledge of 
rare or specialized vocabulary in various contexts, from literature to technical 
fields. 


Round 1: Vocabulary Quiz 


Y Objective: Test participants' knowledge of a broad range of words. 
Y Format: Multiple-choice questions or fill-in-the-blank sentences. 


Example Questions: 
1. What is the synonym for "ephemeral"? 
a. Lasting 
b. Transient 
c. Permanent 
d. Enduring 
2. Choose the correct word to complete the sentence: 
"Her singing wasso___ that it brought tears to my eyes." 
a. Melodious 
b. Discordant 
c. Aesthetic 
d. Inaudible 
3. Word: Serendipity 


a. A feeling of intense happiness 
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b. The occurrence and development of events by chance in a happy or 
beneficial way 


c. A state of confusion and disorder 


d. A harsh or discordant combination of sounds 
Round 2: Word Usage Challenge 


Y Objective: Assess participants’ ability to use words appropriately in 
sentences. 
Y Format: Fill-in-the-blank sentences or short essay questions. 


Example: 


Use the word "ubiquitous" in a sentence that illustrates its meaning. 


Round 3: Language Nuances 


Y Objective: Evaluate participants' understanding of language nuances, 
idioms, and expressions. 

Y Format: Matching idioms to their meanings or explaining the context of 
specific phrases. 


Example Questions: 
1. Match the idiom with its meaning: 


¥ "Bite the bullet" 
Vv "Hit the hay" 

¥ "Kick the bucket" 
VY "Piece of cake" 


2. Explain the meaning of the idiom: "The ball is in your court." 


Round 4: Etymology Challenge 


Y Objective: Test participants' knowledge of the origins and roots of words. 
Y Format: Multiple-choice questions or tracing the etymology of specific 
words. 


Example Questions: 
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1. What is the origin of the word "amphibian"? 
a. Latin 
b. Greek 
c. French 
d. German 


2. Identify the root word in the term "benevolent." 


Round 5: Rapid Fire Round 


Y Objective: Challenge participants with quick responses to word-related 
questions. 

Y Format: Timed questioning where participants have a limited time to 
answer. 


Example Questions: 


1. Give a synonym for "ephemeral." 
2. Provide an antonym for "ambiguous." 
3. Tiebreaker Round: Spelling Bee 


Objective: Resolve ties with a classic spelling bee. 
Format: Participants take turns spelling challenging words. 
Example Words: 


1. Pernicious 
2. Quixotic 
3. Paraphernalia 


Scoring: 


Y Each round contributes to the overall score, with more challenging 
questions earning higher points. 
Y Tiebreaker round helps determine a winner in case of tied scores. 


“Education is the movement from darkness to light.” 


- Allan Bloom 
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Game Plan 8.3: 
- Global Linguistic Diplo 


Aim: Apply advanced language skills in international scenarios. 


macy 


How to Conduct: 


Simulate diplomatic scenarios where students represent different countries, 
requiring advanced language skills for negotiation and communication 


Global Scenario 1: International Environmental Treaty Negotiation 
Background: 


Y Countries A, B, and C are concerned about the global environmental 
challenges and want to collaborate on a treaty to address issues such 
as climate change, deforestation, and the protection of biodiversity. 
The negotiations will focus on setting targets and commitments for 
each country to reduce carbon emissions, preserve natural habitats, 
and promote sustainable practices. 


Roles: 


Y Student 1: Diplomat for Country A 
¥ Student 2: Diplomat for Country B 
Y Student 3: Diplomat for Country C 


Objectives: 


1. Develop negotiation and communication skills. 

2. Understand the complexities of balancing national interests with global 
environmental responsibilities. 

3. Foster collaboration and teamwork. 


This simulation will require students to research and understand their assigned 
country's position on environmental issues, think critically about their country's 
priorities, and engage in diplomatic negotiations using advanced language 
skills. 


Round 1: Opening Statements 


Y Each student will make an opening statement outlining their country's 
commitment to environmental conservation, current efforts, and the 
key priorities they hope to address in the treaty. 
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Round 2: 
v 


Round 3: 
v 


Round 4: 
Y 


Round 5: 


Negotiation - Emission Reduction Targets 


Negotiate specific emission reduction targets for each country, taking 
into account their current economic situation, technological 
capabilities, and historical contributions to carbon emissions. 


Negotiation - Conservation of Natural Habitats 


Discuss and agree on measures to preserve natural habitats, protect 
endangered species, and promote sustainable land use practices. 


Negotiation - Renewable Energy and Technology Transfer 


Address the promotion of renewable energy sources and the transfer 
of environmentally friendly technologies between countries to 
support sustainable development. 


Closing Statements 


Summarize the agreements reached and highlight the shared vision 
for a sustainable future. Emphasize the importance of international 
cooperation in addressing global environmental challenges. 


Global Scenario 2: Pandemic Paradox 


Background: 


v 


Roles: 


Three nations with vastly different healthcare systems and cultural 
attitudes face a global pandemic. Collaboration is crucial for vaccine 
development and distribution, but mistrust and differing priorities 
impede progress. 


Utopian Federation: A technologically advanced, centralized nation 
with efficient healthcare distribution. 

Free Market Union: A decentralized society reliant on private 
healthcare and individual responsibility. 

Developing Alliance: A  resource-limited coalition focused on 
equitable access to healthcare and traditional remedies. 

World Health Organization Director: A neutral mediator navigating 
geopolitical tensions and advocating for global cooperation. 
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Language Challenge: 


Y Students must navigate sensitive negotiations around cultural beliefs, 
intellectual property rights, and conflicting approaches to public health. 
Mastering diplomatic phrasing, respectful communication, and 
conveying complex medical concepts in easily understood language will 
be essential. 


Global Scenario 3: Climate Change Conundrum 
Background: 


Y Negotiations for a new global climate agreement stall as developed and 
developing nations clash over emission reduction targets, financing 
mechanisms, and loss & damage compensation. 


Challenges: 


Y Building consensus on ambitious climate goals, balancing economic 
interests with environmental protection, ensuring equitable burden- 
sharing, navigating political agendas, and _ fostering long-term 
cooperation. 


Focus language skills: Scientific arguments, economic persuasion, cultural 
sensitivity, compromise strategies, future-oriented planning. 


Global Scenario 4: Global Food Crisis 
Background: 


Y A combination of drought, conflict, and rising food prices triggers a 
global food crisis, leading to shortages, protests, and _ potential 
humanitarian disasters. 


Challenges: 


Y Coordinating emergency food aid, addressing the root causes of the 
crisis, reforming agricultural systems, promoting sustainable food 
production, and ensuring long-term food security. 


Focus language skills: Humanitarian appeals, policy analysis, international 
coordination, economic solutions, community engagement. 
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“An investment in knowledge pays the best interest.” 


- Benja 
Game Plan 9.1: 
Linguistic Innovation Challenge p x 


Aim: Foster creativity in language innovation. 


How to Conduct: 


Encourage students to propose and justify innovative language concepts, 
introducing new words, expressions, or grammatical structures. 


Roles: 


Y Participants/Innovators: The students who will actively participate in 
proposing linguistic innovations. 

Y Judges/Panel: A group of faculty members or language experts who will 
evaluate and score the proposed innovations based on creativity, 
feasibility, and justification. 

Y Moderator/Facilitator: Someone to guide the game, explain rules, 
introduce rounds, and facilitate discussions. 


Rules: 
Round 1: Proposal Submission 


Y Each participant submits a proposal for a linguistic innovation before the 
competition date. 

Y Proposals can include new words, expressions, or grammatical 
structures. Participants should explain the context, usage, and potential 
impact of their proposed innovation. 


Round 2: Pitch Presentation 


Y Participants present their linguistic innovations to the panel in a 
structured pitch (3-5 minutes per participant). 

¥ Emphasize clarity, creativity, and effective communication in the 
presentations. 
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Round 3: Q&A and Justification 


Y The panel asks questions to each participant to better understand the 
proposed linguistic innovations. 

Y Participants must justify the need for their innovation, its potential 
benefits, and how it addresses language-related challenges or gaps. 


Round 4: Collaboration Challenge 


Y Participants engage in a collaborative round where they work together to 
combine or build upon each other's linguistic innovations. 

Y This encourages teamwork and the development of more 
comprehensive language concepts. 


Round 5: Final Presentation and Defense 


Y Participants present their refined linguistic innovations after the 
collaboration round. 

Y Each participant defends their proposal and explains how the 
collaborative process enhanced their concept. 


Evaluation Criteria: 


Y Creativity: Uniqueness and originality of the linguistic innovation. 

VY Feasibility: Practicality and likelihood of adoption by language users. 

Y Justification: Clarity and persuasiveness in explaining the need for the 
proposed innovation. 

Y Collaboration (if applicable): Effectiveness in working with others to 
enhance language concepts. 


Scoring: 


Y Judges assign scores for each participant based on the evaluation 
criteria. 
Y The participant with the highest total score is declared the winner. 


Benefits: 


Y Enhances creativity and critical thinking. 
v Encourages students to think about language evolution and adaptation. 
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v Fosters communication and presentation skills. 


“Nothing we ever imagined is beyond our powers, only beyond our present self- 


Game Plan 9.2: 
ae Multimodal Language Ex 


Aim: Showcase language proficiency through diverse mediums. 
How to Conduct: 


Have students create a language exhibition using various forms of expression, 
such as writing, art, music, and technology, to convey complex linguistic 
concepts. 


Roles: 

1. Writing Wizards: 

Y Task: Create written compositions (essays, poetry, stories, etc.) to convey 
linguistic concepts. 

Y Focus: Use language effectively, play with words, and explore the nuances of 
linguistic elements. 

2. Artistic Alchemists: 

Y Task: Produce visual artworks (paintings, drawings, sculptures, digital art, 
etc.) that represent linguistic concepts. 

Y Focus: Translate linguistic ideas into visually compelling and expressive 
forms. 

3. Melodic Linguists: 

Y Task: Compose and perform musical pieces (songs, instrumental 
compositions, etc.) inspired by linguistic concepts. 

Y Focus: Use melody, rhythm, and lyrics to capture the essence of linguistic 
themes. 


4. Tech Savants: 
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Y Task: Develop interactive and technology-driven projects (apps, websites, 
interactive installations, etc.) showcasing linguistic concepts. 
Y Focus: Combine coding and technology to create dynamic and immersive 


experiences. 


Rules: 
Y Topic Assignment: 

o Each group will be assigned a specific linguistic concept (e.g., 
phonetics, syntax, semantics, pragmatics). 

Y Interdisciplinary Collaboration: 

o Teams must collaborate across roles (Writing, Art, Music, Technology) 
to create a cohesive representation of their assigned linguistic 
concept. 

Vv Presentation Format: 

o Each team will present their work in a booth or designated space at 
the exhibition. 

¥ Multimodal Showcase: 

o Teams should incorporate elements from all four roles into their 
presentation. For example, a team may use written descriptions, 
visual art, musical background, and interactive technology to convey 
their linguistic concept. 

VY Peer Review: 

o After the exhibition, students will review and provide feedback on 
other teams' presentations. Emphasis should be on creativity, clarity 
of expression, and how well the team integrated different modalities. 

Y Evaluation Criteria: 


o Creativity and Originality 
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o Integration of Different Modalities 


o Understanding and Representation of Linguistic Concepts 


o Overall Presentation and Engagement. 


“A person who won't read has no advantage over one who can’t read.” 


- Mark Twain 
Game Plan 9.3: 
S Mastery Showdown = 


Aim: Demonstrate complete language mastery. 
How to Conduct: 
Organize a comprehensive assessment or project where students showcase 


their ability to use advanced language skills. 


Preparation: 


Y Choose a Subject/Topic: 

o Select a specific subject or topic relevant to the participants’ area 
of study. It could be a specific academic discipline, a technical skill, 
or even a combination of subjects. 

Y Form Teams: 

o Divide participants into teams based on their areas of expertise or 
interest. Encourage diversity within teams to foster collaboration 
and the sharing of different perspectives. 

Y Define Mastery Levels: 

o Clearly define the mastery levels participants need to achieve. This 
could include theoretical knowledge, practical application, 
problem-solving, and critical thinking skills related to the chosen 
subject. 

Y Create Challenges: 

o Develop a series of challenges or tasks that test participants’ 

mastery levels. These challenges can range from written tests to 


80 


English in Action: Gamified Lesson Plans for English Teachers 


Teams: 


Rounds and 
Y Round1: 


O 


Y Round 2: 
O 


Y Round3: 
fo) 


Y Round4: 
fo) 


Y Rounds: 


hands-on projects, problem-solving scenarios, or real-world 
simulations. 


Divide students into teams, ensuring diversity in language 
backgrounds and_ skills within each team. This promotes 
collaboration and a rich exchange of linguistic perspectives. 


Challenges: 
Written Proficiency 


Challenge: Each team must collaboratively create a persuasive 
essay or a creative piece that incorporates advanced vocabulary, 
sophisticated sentence structures, and a nuanced understanding 
of the chosen topic. Topics can range from literature and culture to 
contemporary social issues. 

Public Speaking Elegance 

Challenge: Teams are tasked with preparing and delivering a 
persuasive or informative speech. The speech should demonstrate 
eloquence, effective communication, and an ability to engage the 
audience. Topics can include linguistic diversity, language 
evolution, or the impact of language on society. 

Translation Triumph 

Challenge: Each team is provided with a passage in a language 
they may not be familiar with. The task is to collaboratively 
translate the passage into their primary language, emphasizing 
accuracy, cultural sensitivity, and idiomatic expressions. 
Multimodal Expression 

Challenge: Teams must present a concept or story using various 
modes of expression, such as writing, visual art, and possibly 
technology. This could involve creating a short story, poem, or 
message and expressing it through a combination of written 
words, visual art, and multimedia elements. 

Linguistic Debate 
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o Challenge: Teams engage in a structured debate on a controversial 
linguistic topic, such as language preservation, language 
standardization, or the impact of technology on language. Each 
team must present well-researched arguments and counter- 
arguments. 


Assessment Criteria: 

Creativity and Innovation 
Proficiency in Advanced Vocabulary 
Grammar and Syntax 

Clarity and Coherence 

Effective Public Speaking 

Cultural Sensitivity in Translation 


Multimodal Integration 


*% SN OR ON Oe OOS 


Logical Argumentation in Debate 


Judging Panel: 


v¥ Assemble a judging panel comprising language experts, linguists, and 
communication professionals who can evaluate the teams based on the 
established criteria. 


Prizes and Recognition: 


Y Recognize outstanding teams and individuals in each category, such as "Best 
Written Proficiency," "Most Creative Multimodal Expression," and "Top 
Debating Team." 


Feedback and Improvement: 


Y Provide constructive feedback to each team, highlighting strengths and 
areas for improvement. Encourage students to reflect on their performance 
and set goals for continuous improvement in their language skills. 
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“Education is the ability to listen to almost anything without losing your temper or 
your self-confidence.” 


Game Plan 10.1: 
Poetic Ecstasy 


Aim: Enhance creativity, poetic expression, and collaborative storytelling 
among participants. 


How to Conduct: 


Design a poetic theme where students showcase their ability to use creativity, 
linguistic proficiency, and the ability to express complex emotions and ideas 
through poetry. 


Materials Needed: 


Y Penand paper or a digital device for each participant or team. 
Y Timer or stopwatch. 
Y Optional: Whiteboard or flip chart for group activities. 


Rules and Gameplay: 


Y Set the Theme: 

o Begin by setting a theme or prompt for the poetic creation. This 
could be a word, a phrase, or a broad theme that participants will 
use as inspiration for their poetry. For example, the theme could 
be "Nature's Symphony" or "Journey of the Soul." 

Y Individual or Team Formation: 
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o Participants can play individually or form teams, depending on the 
size of the group. Teams encourage collaboration and diverse 
perspectives in crafting the poem. 

Y Round 1: Free Verse Creation (10 minutes): 

o Give participants a set amount of time (e.g., 10 minutes) to 
individually or collectively write free verse poetry inspired by the 
theme. Free verse allows for creative expression without strict 
adherence to rhyme or meter. 

Y Round 2: Pass and Expand (5 minutes per round): 

o If playing in teams, each member starts by writing one line of 
poetry inspired by the theme in 5 minutes. After the timer rings, 
participants pass their papers or digital devices to the next person 
on their team. 

o The next person reads the existing lines and adds a new line, 
expanding the poem. Continue this process for a few rounds, with 
each participant building upon the existing lines. 

Y Round 3: Refinement (10 minutes): 

o After several rounds of passing and expanding, participants or 
teams have a chance to refine and edit the poem. They can modify 
lines, enhance imagery, and ensure the overall flow and coherence 
of the poem. 

Y Round 4: Final Presentation: 

o Each individual or team presents their final poetic creation to the 
rest of the group. This can be done through recitation, reading 
aloud, or even visually if the poem has been written on a 
whiteboard or flip chart. 

Y Voting and Recognition: 

o Allow participants or an assigned panel of judges to vote on the 
most captivating or resonant poem. Consider categories such as 
"Most Creative Use of Language," "Best Imagery," or "Most 
Emotional Impact." 

Y Reflection and Discussion: 
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o Conclude the game with a reflection and discussion session. 
Participants can share their experiences, what they enjoyed about 
the process, and what they learned from their fellow poets. 


Additional Tips: 


vY Encourage participants to embrace creativity and not worry too much 
about perfect grammar or structure during the initial rounds. 

Y Foster a supportive and inclusive atmosphere, emphasizing that there 
are no right or wrong answers in poetry. 


Y Consider playing soft background music to enhance the poetic ambiance. 


“The only dreams impossible to reach are the ones you never pursue.” 


- Michael Deckman 


Aim: Develop an appreciation for the art of crafting meaningful narratives 
within compact spaces. 


How to Conduct: 


Express a theme or situation for students to foster creativity and collaboration 
through Micro-tale story writing. 


Game Play: 
Set the Nano-narrative Theme: 


Y Begin by selecting a theme or prompt that serves as inspiration for the 
Nano-narrative s. The theme could be a word, a phrase, or a broader 
concept that encourages diverse interpretations and creative expression. 


Organize Participants: 


Y Form individual participants or teams, depending on the size of the group. 
This allows for both individual creativity and collaborative exploration within 
the Nano-narrative s. 


Provide Constraints: 


Y Define constraints for the Nano-narrative s, such as a maximum word count 
or a specific format. The constraints should challenge participants to convey 
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a complete story or emotion within a limited space, promoting concise and 
impactful storytelling. 


Round 1: Nano-narrative Creation (15 minutes): 


Y Give participants a set amount of time, such as 15 minutes, to craft their 
Nano-narrative s. Encourage them to focus on vivid imagery, emotional 
depth, and narrative innovation within the constraints provided. 


Round 2: Collaborative Enhancement (10 minutes): 


v If working in teams, allow participants to exchange their Nano-narrative s 
with another team. Each team then collaboratively enhances the Nano- 
narrative by adding a new layer, refining language, or expanding on the 
story while maintaining the original essence. 


Round 3: Refinement (5 minutes): 


Y Participants individually or collaboratively refine their Nano-narrative s, 
paying attention to language precision, clarity, and coherence. This stage 
allows for the polishing of the stories before presentation. 


Round 4: Presentation and Reflection: 


Y Participants present their Nano-narrative s to the group. This can be done 
through readings, visual displays, or other creative formats. After the 
presentations, encourage participants to reflect on the challenges and joys 
of conveying meaningful stories within a constrained space. 


Feedback and Recognition: 


Y Facilitate a feedback session where participants provide constructive input 
on each other's Nano-narrative s. Consider recognizing outstanding stories 
or collaborative efforts with categories such as "Most Evocative Nano- 
narrative " or "Best Collaborative Enhancement." 


Discussion and Learning Points: 


Y Conclude the Nano-narrative s Quest with a discussion on the power of 
concise storytelling, the impact of constraints on creativity, and the 
collaborative process in enhancing narrative depth. 


Evaluation Criteria: 


Y Creativity (20 points) 
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Y Presentation (20 points) 

Y Collaboration (20 points - Applicable for Collaborative Versions) 
Y Emotional Impact (20 points) 

v Language Proficiency (20 points) 


“Learning is not attained by chance; it must be sought for with ardour and 
diligence.” 


- Abigail Adams 


Aim: Enhance vocabulary and strategic thinking. 
How to Conduct: 


Play Scrabble with an advanced vocabulary twist, allowing more complex words 
and encouraging students to look up definitions. 


Example: Using words like "quixotic," "juxtapose," or "ambivalent." 
Preparation: 


Y Word Bank: Prepare an extensive word bank that includes advanced 
vocabulary, technical terms, idioms, and words from various domains such 
as science, literature, and technology. 

Y Scrabble Sets: Ensure you have enough Scrabble sets for each participating 
team or individual. Each set should include the game board, letter tiles, tile 
racks, and a dictionary. 

Y Scoring System: Establish a scoring system that reflects the difficulty of the 
words. Consider bonus points for using challenging vocabulary, longer 
words, or incorporating specific themes. 

Y Rules Overview: Review and clarify the standard Scrabble rules. Additionally, 
inform participants about any modifications or specific rules related to the 
advanced language focus. 


Game Format: 
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Y Team Formation: 

o Divide participants into teams or allow individual play, depending 
on the number of participants. Each team or individual will have 
their Scrabble set. 

Y Word Draw: 

o At the beginning of the game, each participant or team draws a 
predetermined number of letters from the tile bag to start their 
word-building. 

Y Time Limit: 

o Seta time limit for each turn to maintain the pace of the game. A 

standard time limit could be 2-3 minutes per turn. 
Y Advanced Word Challenge: 


o Encourage participants to use advanced vocabulary and words 
from specific domains. Provide bonus points for words that are 
particularly challenging or relevant to a chosen theme. 

Y Dictionary Consultation: 

o Allow participants to consult a dictionary for challenges or to 
verify the validity of a word. However, impose a penalty if a word 
is challenged and found to be invalid. 

Y Scoring: 

o Score each word according to the standard Scrabble scoring 
system. Additionally, award bonus points based on the difficulty of 
the words used. 

Y Rotation: 

o Rotate turns among teams or participants, ensuring everyone has 

an opportunity to showcase their advanced language skills. 


Game Enhancements: 


v¥ Theme Rounds: 

o Introduce rounds with specific themes, such as "Scientific Terms" 
or "Literary Lingo," where participants are encouraged to build 
words related to the theme. 

Y Team Challenges: 
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o Include rounds where teams can collaborate on building a word 
collectively. This encourages teamwork and discussions about the 
appropriateness of the chosen word. 

v Final Showdown: 

o Conclude the game with a final round where participants can play 

longer and more complex words, aiming for a grand finale. 


Scoring and Winner Determination: 


Y Accumulated Points: 

o Keep track of each participant or team's accumulated points 
throughout the game based on their word scores and any bonus 
points earned. 

¥ Winner Declaration: 

o Declare the participant or team with the highest overall score as 

the winner of the Advanced Language Scrabble game. 


Post-Game Discussion: 


VY Feedback Session: 

o Conclude the event with a feedback session. Discuss the 
challenges faced, the excitement of using advanced language, and 
areas for improvement. 

vY Encourage Learning: 

o Highlight the educational aspect of the game, encouraging 
participants to explore and expand their vocabulary beyond the 
event. 


Additional Tips: 


Y Moderator/Facilitator: Appoint a moderator or facilitator to oversee the 
game, manage time, and resolve disputes. 

Y Variation Rounds: Introduce variation rounds, such as "Wildcard 
Challenge" where participants can create a word and define it on the 
spot. 

Y Educational Resources: Provide participants with a list of recommended 
resources to enhance their vocabulary and language skills. 
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“The more | want to get something done, the less | call it work.” 


- Aristotle 
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the learning aspect rather than the mark-based output. He loves to conduct 
activities that make students think critically and always provides a 
connection between their subject and the contemporary relevance of the 


same for better understanding of what they learn. 
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